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.INTRODUCI NG KONAMI ] NFL FOOTBALL 
THE ALL-PRO GAME THAT PUTS YOU | N A POSITION 
ТО САЦ. ALL THE SIGNALS. Е 


Here's your chance to prove once and for all whether you've 
got the agility, strength and brain power to play in the NFL. 

sanctioned by the National Football League, all 28 of your 
favorite teams are here for you to captain, inclüding the Forty- 
Niners, Bears and Dolphins. And 13 of the most famous 
pro-style plays are here for you to call — from the shotgun 
attack on offense, to the goal line stand on defense. 


мев First downs, four quarters, kickoffs, punts, field goals, extra points, team 
| [e | | Officially | Stats...everything’s here but the bruises. You can even run the Video Link” 
| Licensed | | 
ct | Option and challenge a friend. p KONAMI 
7 So take on Konami's Game Boy’ дате Р г 
breaker And take center stage in a punishing league that'll 
test your athletic skills and play calling prowess. 
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ALL THE 
ARCADE 
ACTION! 
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Get set for rapid fire action as you re seem an impossible test, but they've 
transformed into the Bionic Com- never experienced the power of 


mando. This best-seller from Capcom is Bionic Commando! 
a dynamic adaptation of the original 
arcade classic. 

Expect an onslaught of challenges and 


‚ Bionic arm extends, providing unbe- 
lievable power and strength. 





extraordinary graphics when you battle ‚ Earn the weapons necessary to battle 

enemy forces in their futuristic lands. enemy forces. 

Your powerful extending bionic arm eum ж . 

and incredible arsenal of weapons gives — * c m s: one mes oa | 

you all you need to become an unstop- best high resolution graphics available. CAPCOM’ 
pable one-man army. * This is a challenge for even the best | USA 
To the most daring soldiers, this might video game players! 


3303 Scott Blvd. Santa Clara, CA 95054 (408) 727-0400 
Bionic Commande is a trademark of Capcom U.S.A- Inc. Capcom is a registered trademark of Capcom U.S.A.. Inc 
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The p power to stop the reign. 



















| You're «эйе, strafe the stratosphere, obsessed with ending 
the long bigody reign of King Nemesis. Suddenly, that heap of 
rancid гоу у horde of henchmen swoops down out of a nebula, 
spraying Fou with lethal molecular bursts. You grit your teeth, 

clench the controls of your pressure-cooking starfighter, the 
Proteus 911, and power up its arsenal of land-blasting lasers and 
dual devices of destruction. 

But wait! A barrage of enertron bullets streaks toward you 
With lightning reflexes you fire your mauling missiles as you're hurled 
into yet another level of terror. Your last hope is to double your 
firepower and create a duplicate starfiighter with the ship-cloning 
option, What will be your fate ? к 

Bonus levels...or oblivion ? | 
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TOTAL RECALL: ACCLAIM 
BRINGS ARNOLD 
SCHWARZENEGGER’S FILM 
ROLE TO VIDEO-GAME SCREENS 


by Andy Eddy, with Donn Navert 


What do you get when you put Arnold 
Schwarzenegger, the director of RoboCop 
and a futuristic sci-fi thriller together? 
You get a hot film that develops into one of 

the hottest video games of 1990. 





BEHIND THE es AT THE 
NINTENDO WORLD 
CHAMPIONSHIPS IN DALLAS 


by Howard H. Wen 


Nintendo has launched a tournament and 
videogame show that will hit over 30 cities. 
Our correspondent reports how the first 
stop of the massive tour came together. 


BATMAN STRATEGY GUIDE, 
PART 1 


by Andy Eddy, Donn Nauert and 
Bissy Eddy 


Having a hard time getting past the Joker's 
minions? Our crack staff of strategists will 
put you on the right track to victory in the 

first half of this exciting game. 

™ & © 1964 DC Comics Inc. 

™ & © 1989 DC Comics Inc. 


74 
IN SEARCH OF THE EVIL 
PLACE: A PLAYER'S GUIDE TO 
FAXANADU, PART 2 


by Clayton Walnum 


This month we conclude our in-depth 
strategy guide to this medieval adven- 
ture for the NES. Don't worry—we ll get 
you to the Evil Place yet! 
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COMPUTER COUNTRY CLUB 
by Bill Kunkel and Joyce Worley 


Baseball, football and basketball games 
have always been popular for computer- 
ists, but golf, tennis and miniature golf 
are catching on. This month we survey 
the best of the country club set. 


COMPUTER-GAME STRATEGIES 
by Frank Tetro, Jr. 
Join our disk jockey as he lectures the 


finer points of Double Dragon Il, 
Populous and Space Harrier. 
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VIDEO-GAME REVIEWS 


Heroes of the Lance, Astyanax, Ninja 
Gaiden II, Starship Hector, Super C, Pat 
Riley's Slammin' Jammin' Basketball, 
Neutopia, Slap Shot and Ghostbusters. 
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COMPUTER-GAME REVIEWS 
Tank, Hoyle's Book of Games, License to 
Kill, Sword of the Samurai, The Third 
Courier, Space Rogue, It Came From the 

Desert, Sands of Fire and Trivial 
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2 ost of 
E us love 
movies and television 


shows for the same reason we love 
video games. It's the old "Cowboys 
and Indians" thing: You relate to 
others who are living a more excit- 
ing life than yourself. We all have 
dreams of being a secret agent or 
being able to fly without a plane. 
Movies, TV and video games give 
us that freedom, though in a some- 
what detached sense. 
With that in mind, there 
have been quite a few 
conversions of movie and | 
TV subjects into the for- | 
mat of an electronic game. 
Look back over the years 
at the likes of Batman, 
RoboCop (who graced our June 
1989 cover), all the various Star 
Trek, Indiana Jones and Star Wars 
translations and many, many more. 
Add to those ranks Arnold 
Schwarzenegger, previously seen in 
computer and video games in 
Activision's Predator, who this 
month appears on VG&CE's cover for 
his upcoming movie, Total Recall. 
This exciting film by Carolco Pic- 
tures is quickly making its way to 
the game realm, thanks to Acclaim. 
It's odd for a game to appear at 
almost the same time as the TV 
show or film. Usually the game ver- 
sion comes out well after the media 
release, which not only allows the 
public to be more aware of the sub- 
ject, but also gives plenty of time for 
development of the game program. 
After all, most licensed products 
aren't licensed until later in the 











movie or IV 
show's develop- 
ment. For example, the HoboCop 
NES game faced many delays in the 
course of its lifetime and didn't 
appear on shelves until more than 
two years after the movie first 
appeared.The Tota! Recall project, 
which you can read about starting 
on page 30, was begun shortly after 
the movie's shooting started. 

In the coming months, you'll also 
be seeing more media 
subjects on the cover of 
VG&CE and within its 
pages. These include tons 
of licenses from Sega, 
who is being aggressive 
in getting licenses from 
all corners of the enter- 
tainment field. Later this year, Sega 
will be bringing out games based 
on Spiderman and Dick Tracy, the 
latter based on the soon-to-be- 
released film by Warren Beatty. 

Not to be left out, the Nintendo 
community will also see both old 
and new characters popping up on 
their favorite game system. These 
include such veterans as Gremlins 
and Mad Max as well as Who 
Framed Roger Rabbit? and Califor- 
nia Raisins from more recent history. 

Perhaps the most exciting 
celebrity appearance will be detailed 
in the next issue of VIDEOGAMES & 
COMPUTER ENTERTAINMENT. We don't 
want to give away too much, but we 
will say one thing: This Sega Gene- 
sis game will be a Thriller! 

Talk to you next month. 


—Andy Eddy, Executive Editor 
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FOR A MORE 
TANK SIMULAIC 

SEE YOUR LOC 
RECRUITI В. 








Central Europe. The Middle army of up to 24 vehicles. to Compos 
East. Fort Knox. including tanks, artillery and Serve? the. 
Welcome to the battlefield. aircraft. world’s 9 
You are now in сот- Experience the largest 
mand of 60 tons of action аз commander, personal , | 
high-tech firepower: gunner or driver information е, 
The М1 Abrams™ while crushing system. 
Main Battle Tank. through rugged land- 
Check the battle scapes at 50 mph. So strap on 4* у 
plans and topographi- Peer through the your helmet 





darkness with the aid and be all 
that you can be— 


with TANK, from 
Spectrum HoloByte™ 


| cal maps—call for | 
КА. reconnaissance... TANK™ of thermal imaging. Pound at 
1 brings you all the action you the armor of a Soviet T-80 
can с» It's the only tank tank with your sophisticated 
simulation that lets you con- weaponry. 
trol an individual tank, And for a limited 
or lead a small time, you can ordera 
free TANK VHS video 
tape (small handling 
fee applies) when 
you purchase TANK. 
You'll see actual 
footage of the M1 


Abrams in action. 
Plus, you ‘ll have Our exclusive 3- "a te qua iie 
ultro-realistic. 


the option of a me 
free introductory 
membership 
































Avoid enemy fire with evasive maneuvers. One hit in 
the wrong place and you're scrap metal! 


" 2061 Challenger Dr. Alameda. CA 94501 
: (415) 522-0107 


! Available for IBM AT, PS/2 and compatibles. Requires EGA. 


'’ TANK and Spectrum е are trademarks of SPHERE, inc. Abrams 5 
* a registered trademark of the U.S. Army. All other products are trade- 
marks of their respective hokders 
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Enjoy 
Hudson | 





The future in gaming has arrived! At last, a space 
adventure with loads of action, dynamite graphics, 
and fantastic challenges at every level. B The 
year's 2771. A time of terror. XEXYZ, a peaceful 
world kingdom, is attacked from deepest space by 
` bizarre and bloodthirsty mechanical beasts out to conquer 
`. the earth! № Yet there's still hope! And you're it. You are the 
one Star Warrior who dares to battle the robotic monsters and 
_ their empire. Only you can save the planet! 


Egg. 














ж 


ТАКА 


Ive Is Real. The Game Is XEXYZ. 
| But be careful. You'll need all your courage and cunning to | 


succeed. Otherwise, the entire human race is doomed to extinction! | 
So get ready, Star Warrior. Play XEXYZ, live XEXYZ. Look for it 
today at your favorite video store. 





The future is now. 


ENTEATAINMEMT 
sur Y E ITI à 








E d меган i нса i ae 
с li Hudson Soft USA, Inc., 400 Oyster Point Blvd., 5-515 
b] ins South San Francisco, CA 94080 © Tel: 415-495-HINT 


Hudson Soft’ is a trademark of Hudson Soft Co., Ltd. XEXYZ is a trademark of Hudson Soft USA, 
Inc. Nintendo and Nintendo Entertainment System аге trademarks of Nintendo of America Inc 
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READERS SPEAK OUT ON 
NES SITUATION 

Dear vG&CE: 

Reading your March editorial about Nin- 
tendo's bad business practices reminded 
me of the day | went into my local toy store 
to buy some games and saw a sign they 
had posted stating: "We will not be carry- 
ing any Tengen games for the NES." 

| use to own an NES, but after getting 
burned once too often by games not nearly 
worth what | paid for them, | sold the sys- 
tem. There is no doubt about it, Nintendo 
has a lot of really good software for its sys- 
tem, but | feel the company isn't giving its 
all to make sure the gaming fans are satis- 
fied. If you ask me, it's just after the money. 

—Dan Walimaq 
Birmingham, Michigan 


Dear vG&CE: 


| do feel that Nintendo is restricting fair 
competition in its manufacture of software. 
| commend Representative Eckart for scru- 
tinizing Nintendo's business activity as far 
as its game cartridge costs and availability 
in the U.S. It does have a monopoly as far 
as I'm concerned. | would like to see com- 
patible software available [from other 
sources]. 
—John Р Stodolka 
Omaha, Nebraska 


Dear vG&CE: 


| was waiting to see what VG&CE would 
say about the antitrust suit against Ninten- 
do. | am not against Nintendo and don't 
want to make this a negative letter but..... 

People have to speak out against unfair 
practices in order to preserve the dignity of 
video games and entertainment value for 
the masses. 

There definitely had to be a hyped-up 
chip shortage to drum up business and to 
get the attention of the video-game buyers. 
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Cartridges were hard to get in Mas- 
sachusetts and still are. And the prices are 
not regulated in all stores. Some stores get 
so many more games,while the little guy 
can't keep them on the shelves. 

There is not, in my opinion, any control 
on prices. | don't think any video game is 
worth over $40. Washington has to set a 
standard for the video-game industry and 
regulate prices before they go through the 
roof. Old games that are two and three 
years old are at the same high price. 

In many stores | see Nintendo every- 
where, but where is Sega, Atari, NEC or 
anyone else who should have the right of 
free enterprise to sell its wares? The figures 
for Nintendo speak for themselves, and it's 
no secret we are talking in the billions. 

—Anthony Castiello 
Everett, Massachusetts 


Dear vG&CE: 


We saw your Editor's Letter in the March 
1990 issue of veace and want to take you 
up on your invitation to voice an opinion. 
We have been involved in the 
video-game design business 
since 1982. We do not agree 
with the proposition that Nin- 
tendo's policies have resulted in 
higher prices and fewer games for video- 
game players. Quite the contrary, our 
observation in Toys "R" Us and other 
stores that sell video games is that Ninten- 
do's policies have led to more and better 
games coming to market than would have 
been possible without Nintendo's policies. 

We have not seen any honest evidence 
that retail prices are higher as a direct 
result of Nintendo's policies. We do not 
believe changing the system would result 
in lower prices, but only in more bad 
games coming to market. And too many 
bad games is what killed the first video- 





game business in the mid-1980s. 

As an NES-licensee company, | can state 
categorically that Nintendo has no control 
over, nor even input into, our pricing. 
Prices are set by each licensee/publisher, 
based on many factors, including, but not 
limited to, the amount of time and money it 
took to develop a game, the cartridge con- 
figuration, overhead and marketing costs 
and competitive pressures. Even though 
Tengen manufactures its own games and 
is outside the Nintendo licensee universe, 
Tengen's games are not less expensive 
than Nintendo's licensees' games. Sega 
Genesis games are more expensive than 
NES games, as are many NEC TurboGrafx- 
16 games. 

In your editorial, you report that 
because Nintendo games are import items, 
this drives up their price. As a licensee with 
experience in importing Nintendo product, 
| can report that the cost of shipping one 
cartridge by sea from Japan to the port of 
Oakland, California, is less than five cents 
(depending on the value of the yen to the 
dollar at the time of shipment). This adds 
approximately twenty cents to the retail 
price of a game. In contrast, the U.S. gov- 
ernment has imposed an import duty of 
nearly 8 percent on video games. Payment 
of this tax adds around $3-$4 to the retail 
price of the games. If Congressman Eckart 
is truly concerned about the price of NES 
games, he might do well to sponsor legisla- 
tion lifting the import duty. 

Our view of Congressman Eckart and 
his findings is that his is misdirected politi- 
cal grandstanding without much substance. 
His entire investigation process was funda- 
mentally unfair. Although he conducted 
extensive hearings into Nintendo's trade 
practices that resulted in recommendations 
being made that the Justice Department 
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90. American Sammy Corporation 


2421 205th St., Suite D-104, Torrance, CA 90501 
Phone: (213) 320-7167 
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Sammy™, WORLD GP™ AND ARKISTA's RING?" 
are trademarks of American Sammy Corporation. 
Nintendo and Mintendo Entertainment System are 
registered trademarks of Nintendo of America, Inc. 


investigate, only Nintendo's market oppo- 
nents were allowed to testify. Congress- 
man Eckart did not give Nintendo an 
opportunity to appear on its own behalf. 
This was despite a request by Nintendo 
that it be given the opportunity to testify. In 
our view, finding Nintendo guilty without 
giving it a chance to defend itself is decid- 
edly un-American and smacks of tactics 
used by Senator Joe McCarthy in the 
1950s. The Senator from Wisconsin is not 
generally regarded as a shining role model 
for U.S. Representatives. 

We believe modern video games repre- 
sent good entertainment value. Develop- 
ment costs of modern games are extremely 
high. The time and “person power” it takes 
to design and program a modern video 
game is staggering. 

Because of our desire to attract and 
hold onto the most creative and resource- 
ful people, we must compete with the toy 
companies, television producers, motion- 
picture “special effects” houses, business- 
software companies (like Lotus and others) 
and Wall Street brokerage firms for top 
technical and creative talent. If the best 
people can't earn a competitive 
income designing video 
games, they will move into 
other fields. If the most talent- 
ed people move out of video- 
game design, the quality of the 
games will drop and the video-game player 
will lose out. 

Nintendo’s policies have resulted in a 
large supply of quality games for its sys- 
tem. Nintendo doesn't need Absolute 
Entertainment to speak on its behalf. How- 
ever, we felt positions stated in your Edi- 
tor's Letter were inaccurate and warranted 
this response. 

—James Charne 

Vice President, Legal & Business Affairs 
Absolute Entertainment 

Glen Rock, New Jersey 


Well, there's no doubt that discussing 
this issue raises blood pressure all around 
the country. And while we've made some 
statements in the past about Nintendo's 
practices, it's impossible to make a full 
report on the situation without certain 
answers, answers that require inside 
knowledge. Here are some concerns that 
we have: 

e As it's rumored that some of the com- 
panies in Nintendo's licensee program are 
restricted in their output (on a yearly 
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basis), which companies are allowed to 
produce more games and why? 

® How much do licensees pay to Nin- 
tendo, per game, as a licensing fee? 
(Rumors have put this at somewhere in the 
area of $10 per cartridge.) 

* Are rumors of intimidating retailers 
true? (Again, rumors state that many retail- 
ers have been pressured against carrying 
Tengen, Color Dreams, Sega and NEC 
products.) 

è Why can't Nintendo, given its wealth, 
start a U.S. manufacturing plant? Certainly 
there are lots of reasons why this should 
be a reality. 

We don't deny that today's games rep- 
resent a growth from the early days of 
video games and that they are high in 
entertainment value. It's just that there 
have been far too many rumblings of 
unfair practices for us to shrug off and 
ignore. And Congressman Eckart's find- 
ings, whether they are political grand- 
standing or not, seem to indicate a prob- 
lem does exist. 

While calls to Nintendo's offices went 
unreturned, we spoke to Congressman 
Eckart's subcommittee counsel, who 
faxed us a copy of a letter that was sent 
to Howard Lincoln, Nintendo's executive 
vice president, in December 1988. 
Though Nintendo claimed, as Charne's 
letter does, it didn't have an adequate 
chance to tell its story to Eckart's sub- 
committee, Eckart's letter notes that the 
subcommittee was willing to work with 
Nintendo and spent time on the phone 
and in person with Nintendo representa- 
tives—Hill & Knowlton, its public-rela- 
tions firm in Washington, D.C.—regard- 
ing the concerns that were being raised. 
According to the letter, one meeting last- 
ed over two hours. 

As an update, the investigation has 
been turned over to the Federal Trade 
Commission, which started a committee 
to follow through on Eckart's claims. No 
further news has come from this investi- 
gation at press time. 

Given the information at hand, we 
stand by our statements and welcome 
Nintendo's comments on this issue. 


Dear VG&CE: | 
| have an important question to ask, but 
first I'd like to compliment you on a fine 


magazine. The first few issues were sort of 
generic and unfocused, and | was ready to 
give up on VG&CE but you've evolved into a 
first-rate publication. 

Anyway, here's the situation. | own 
three game systems: an Apple ll, a Sega 
Master System and a Nintendo Entertain- 
ment System. As game systems evolve and 
become more complex and efficient, their 
forefathers are relegated to second-class 
status. Already the Apple 11 and SMS аге 
practically dead in the water, and 
NES—depending on the performance of 
the new 16-bit machines—could be finished 
in a few years. I've sunk a small fortune in 
these machines, and | refuse to give up on 
them. 

Do the makers of these machines realize 
that they are betraying the public? How can 
they expect me (and other gamers) to com- 
mit to newer, more expensive machines if 
they plan on yanking the rug out from 
under us when new products come out? 
And don't tell me about converters (such as 
the Genesis and its Power Base Converter). 
Why on Earth would anyone buy a 16-bit 
console to play 8-bit games? 

Personally, the NES is the final straw. If 
these guys pull a fast one and go to a 16-bit 
while abandoning the NES, then | refuse to 
buy another game system. 

—Randall Bodine 
Gaithersburg, Maryland 


We understand your plight, Randall. 
Unfortunately, the video-game market has 
been one of the fastest-moving segments 
in consumer entertainment. Just as the 
vinyl record is leaning toward extinction in 
favor of the CD, progress is moving the 
video-game world toward 16-bit machines. 

Even with that evolution, however, there 
is no reason that you can't enjoy the sys- 
tems you have. And we see the Power 
Base Converter, which allows you to play 
SMS games on the Genesis, as a viable 
method of combining the old and the new. 
If you buy a Genesis, you'll be able to keep 
and enjoy your current SMS library in addi- 
tion to tasting what the new technology 
has to offer. In fact, the rumors abound that 
the Super Famicom will be backward com- 
patible with the current library of Famicom 
games—and we expect the same to be true 
when this machine comes to the U.S. 

We don't think that this unfortunate 
obsolescence is planned, but given the 
state of consumer electronics, it seems 
inevitable. А. 
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~He Resides In 
` The Present... 






Не Has Lived — 
In The Past... 


And He Must Travel Into The Future... 


Best French Adventure Game 
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An encore performance: 


Golgo 13 is back in The Mafat Conspiracy! Top Secret Episode 
knocked the wind out of you; this one will blow you away! 


THIS GAME 
5 LICENCED BY NINTENDO 
PLAY ON THE 


VIC TOKAI INC. 


22904 Lockness Ave., Torrance, California 90501 TEL: (213) 326-8880 
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SNEGK PREVIEW 


| 
— Name: 


| x Address: 
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State Zp _— 


C Send more info. Г] 


| > Telephone: {___) 


22904 Lockness Ave., Torrance, California 90501 
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= Telephone: (__) 
22904 Lockness Ave., Torrance, California 90501 





The editors and 


staff of VIDEOGAMES 
AND COMPUTER 
ENTERTAINMENT Would 
like to welcome you 
to a new section, Tip 
Sheet. This section 
is designed to give 
you answers to 
question such as, 
“How do 1 defeat the 
end boss on this 
level?” or “I've 
looked everywhere, 
but І can’t find the 
blue vase.” So if 
you’re having a 
problem on a game, 
write to us, and our 
group of experts will 
do everything they 
can to solve it. Send 
your letters to 
VG&CE; 
9171 Wilshire Bivd., 
Suite 300, 
Beverly Hills, CA 
90210, Attn: Tip 
Sheet. 
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To kick off this new section 
we're going to take a look at 
Kung-Fu Heroes by Culture 
Brain. ThereS a contest in 
progress (see News Bits on 
page 24), and we thought 
we would pass along some 
tips and strategies that might 
help you become the winner 
of the $10,000 grand prize. 





Basic Strategies 


To be able to advance to 
the high levels, you'll need to 
master a few of these moves: 

To increase your 
punching ability you'll need 
to collect a "punch-up' (а 
closed fist). After collecting 
two punch-ups, you'll be 
able to throw an iron punch. 
This punch is good for some 
of the stronger enemies, 
such as bison commandos. If 


Nauert 


you collect a third punch-up, 
you obtain the speed punch. 
This is the strongest punch 
both characters can have. It 
would be a good idea to get 
this as quickly as possible by 


Wi as al ogg, 


RE tes. 
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collecting the treasure boxes. 

® At the beginning of the 
game you start off with the 
moonsault kick. To use the 
kick, hold the control pad in 
the desired direction and 
press the B button. This is the 
weakest of kicks and should 
be used to defeat weak 
enemies or escape from the 
slower enemies. 

® The ultimate kick, the 
miracle kick, gives you more 
power and allows you to kick 
farther across the screen. 
After collecting the “K” to 
perform the move, get as 
many treasure boxes as you 
can. Each one will add to the 
number of kicks available to 
you, which is shown at the 
top of the screen. To use the 
kick, press the "B" button and 
immediately press the control 
pad in the direction you 
want to go. The key to 
success here 15 timing. 


Special 
Techniques 
The easiest method of 
defeating the various 
enemies is to attack from the 
back or side. Enemies such 
as kung-fu commandos and 
Spear Man are difficult to 
defeat in frontal attacks, 
especially when you use 
punches or the moonsault 
kick. Hide behind the 
different rocks that can be 
found on the rounds, and 
when the enemy appears, 
unleash a deadly barrage of 
punches and kicks. | dont 
use kicks against kicks or 
punches against punches. If 
an enemy throws a punch at 
you, you should counter 


18 


with a kick. Conversely, if the 
enemy kicks you, just throw a 
series of punches. 

^ Teamwork is an 
important element in this 
game. Since all obtained 
items—yes, even *1- 
Ups"—will be distributed to 
both players, one player 
should collect the items while 
the other fights. Be sure to 
protect each other against 
the enemies. If you see that 
your partner is out of 


TTT л› 11 I IS SH 
SN 1 1 1 DDP] 





position for a fight, rush over 


and help out. You might 
assign one player to fight 
and one to concentrate on 
smashing rocks to find 
hidden items. It would be a 
good idea to let the more 
skilled player be the fighter, 
so both players can advance 
more smoothly. 

^ After one player obtains 
the key, both players should 
go to the door leading to the 


bonus stage. The stairs will 
remain open briefly, so be 
quick. Once both are in the 
bonus stage, collect as many 
"E" balls as possible. Collect 
five "E" balls and both players 
will gain an extra man. 

® Be on the lookout for 
“G" balls. The player that 
collects one of these will 
have the ability to shoot the 
enemy with gun balls. In the 
2-player mode only the 
player that collects this 
weapon can use it. 
Each shot that hits an 
| enemy will weaken it, 
| allowing the other 
player to move in for an 
easier kill. Be sure to 
take advantage of the 
gun balls whenever you 
can, because the 
enemy cant use beam 
weapons when you 
. have this firepower. 

To get an invincibility 
of sorts, collect six 
money bags hidden 
| under rocks and blocks 

| that you've smashed. 
Then press the "A" and 
“B” buttons at the same 
time and a “P” ball (or 
| power ball) will appear. 
Collect this ball, and 
every enemy on the 
screen will turn pale. Simply 
touch the pale enemies once 
to get rid of them for good. 

If you're playing Kung-Fu 
Heroes for the first time, be 
sure to read the instruction 
booklet. It might give you 
some additional tips. 

9 Remember, even though 
one players game may be 
over, the remaining player 
can still play and add to his 
overall score. д 
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QuickShot offers the most 
complete selection of video 
game controllers in the market. 
Models are available to suit all 
j the most popular video game 
MCI machines and just about any ^ QS-129N/F* o, 

mes playing style. And no matter 
which model you choose, 
you can be sure you're getting 
the kind of performance and 
value for the money that have 
made QuickShot the biggest 
name in the business. 
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US SALES OFFICE: Sondweil Industrial Со. inc. 47485 Seabridge Drive, Fremont, CA 94538, U.S.A. Tel: (415) 490-4300 Telefax: (415) 490-5897 

CANADIAN SALES OFFICE: Bordwell Canada Lid., Unit 26, Midway Industrial Centre, 171-173 Advance Bivd., Brampton, Ontario, LET 427, Canada. Tel: (4161 793-2363 Telefax: (416) 793-9286 
EUROPEAN SALES OFFICE: Bondwell United Kingdom Lid, Bondwell House, Unit 01, Tarrif Road, Tottenham, N17 OEH, U.K. Tel: 01-365-1993 FAX 01-B08-7553 

ASIAN SALES OFFICE: Bondwell Trading Lid, 15А Hing Yip Street, Kwun Tong, Kowloon, Hong Kong. Tel: 3-418371 Tix: 3-514398 BITL HX Fax: 3-797807 


* MH for Nintendo Entertainment System and F for Sega, Alar, Amstrad and Commodore game systems 
© 1990 Bondweli Global Lid. OuickShol ів a registered trademark and OS-123, 50-127, 05-128, OS-128N/F, QS-130N/F and 05-131 tradenames at Boncdwell Global Lid. Nintendo and Nintendo Entertainment 


System are trademarks of Nintendo of America, Inc. All other product names are registered trademarks and trademarks of (hei respective companies 
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Joe Montana, quarterback 
for the 1989 World 
Champion San Francisco 
49ers football team, has 
signed a multi-million dollar 
agreement with Sega to 
develop "the ultimate 
football video game." The 
deal, announced at a San 
Francisco press conference 
on March 22, 1990, holds the 
distinctions of being 
Montana's largest licensing 
contract as well as the 
heftiest celebrity 
endorsement for a video 
game ever signed. 

"Sega was my first choice 
in creating the greatest 
football video game," 
Montana was quoted as 
saying. "Genesis has the 
advanced graphics and 
power to accurately create 
the real look, moves and 
excitement of professional 
football." 

"This agreement will 
send a clear message to 
game players everywhere: 
You can't do Joe Montana on 
Nintendo," Michael Katz, 
Sega's Consumer Products 
Division president noted. 
“We are honored to create à 
16-bit video game worthy of 
his name." 

Actually, the arrangement 
goes beyond video games to 
include the Montana name 
being added to arcade 
games, computer software 
and portable games. No 
further details, other than 
the planned Genesis game, 
were announced. 

The Montana 
endorsement is yet another 
sign of Sega's aggressive 
licensing strategy, which has 


included the signing of deals - 
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` at [503] 687-8690) or 








with M 
Mo: 
аба uk Disney Fi 

games based on the 
upcoming Dick Tracy movie, 
Fantasia and Mickey and 
Minnie Mouse). 


Tank Killer Gets 
Add-On Module 


Dynamix has readied an 


| add-on campaign module for 


A-10: Tank Killer. The one- 
disk add-on, Simulation 
Module #1, adds seven new 
missions to the original 
program. 

The module will 
not be available 
through retail stores; 
it can be ordered 
direct from Dynamix 
for $12.95 (call them 


can be downloaded 
from the Dynamix 
Bulletin Board for no 
cost. Modem owners 
can reach the BBS at (503) 
687-8497. 





Defender Creator Turns 
to Rome 
Kellyn Beeck, creator of 
the mega-hit Defender of the 
Crown (Cinemaware) has 
joined with Evan and Nicky 


ael 4 p n et a trip back in 
Walker video ga e to the days of Imperial 
“Rome. The result is 
| Centurion: Defender of 


Rome (EA). 








The game requires 
diplomatic skills—as the 
player negotiates with 
tribes— and battlefield 
leadership when 
negotiations fail. Seafaring 
skills include catapults, ship 
ramming and deckside hand- 
to-hand combat. The player 
launches ships and raises 


| legions, builds stadiums and 


holds gladiatorial games. 
These games include chariot 


| races and fights to the death. 





Centurion: Defender of 
Rome is available for IBM PC 
and compatibles, from 
Electronic Arts. 


Atari Opens Line 
for Product Orders 


Atari has started up a toll- 
free number for consumers 


to order Lynx and Portfolio 


(Atari's pocket-sized IBM PC- 
compatible computer) 
products. The number is 
(B00) 443-8020, and it 
prompts you to enter codes 


| from your touch-tone phone 


to get information or place 


| an order for Atari products. 


Since its introduction 
| in November 1989 new 
software releases for the 
Lynx have been sparse, 
but a spokesperson for 
Atari claims that by the 
end of 1990, there will 
be a total of 25 games 

| available for the high- 
powered color portable 
game system. 


New Program Saves 
Games, Scores 


North Shore Systems' 


| Stay Around loads into a PC, 


then makes it possible to 
suspend programs and 


| | automatically return to them 


at the exact point where you 
left off. The product makes it 


M | possible to suspend up to 16 


applications at one time and 
even power-down before 
returning. When the 
computerist returns to the 
program, it remembers 
where you were and holds 


| the score and other factors 


in memory. It works equally 
well for spreadsheets and 
other applications, as well as 
gaming programs. 

Stay Around is available 
from many retailers or direct 


| from North Shore Systems, 
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which can be reached at 
(818) 248-1711. 


re Coin-Ops of 
ebrvary 1990 

Figures courtesy of 
Replay magazine, based on 
an earnings-opinion poll of 
operators. 


Best Videos 
. TMNT (Turtles) by 
Konami 
. Cyberball 2072 by Atari 
. Hard Drivin' by Atari 
All American Football 
by Leland 
5. Off Road by Leland 
6. Team Quarterback by 
Leland 
7. Midnight Resistance by 
Data East 
8. S.T.U.N. Runner by 
Atari 
9. Operation Thunderbolt 
by Taito 
S.C.l. by Taito 


ف 


دم دن ج 


10. 


Best Coin-Op Software 
. U. М. Squadron by 
Capcom 
WWF Superstars by 
American Technos 
. Buster Bros. by Capcom 
Caliber-50 by Romstar 
Golden Axe by Sega 
Toki by Fabtek 
Тесто World Cup ‘90 by 
Tecmo 
8. AmeriDarts by 

AmeriCorp. 

9. Vs. Crime Fighters by 
Konami 
Task Force by American 
Sammy 


Final Fight by Capcom 
Beast Busters by SNK 
. Galaxy Force by Sega 


=й 


m 


мот А 


10. 


шю 


Coin Groups Go to 
Washington 

At press time (early 
March), members of AMOA 
and AAMA (professional 
trade groups for the coin-op 
industry) are planning visits 
to the nation’s capitol on 
May 1 to lobby congressmen 
on behalf of the dollar coin. 
The coin-op groups will 
sponsor a congressional 
reception for lawmakers and 
their families to play games, 





22 






























| listen to jukeboxes and 


electronic pinball, basketball 
and dart games. A vote is 
expected later this year in 

| congress on the subject of 
the new dollar coin. 


| Ishido Stones Accolade 
Publishing International's 

Ishido Stones, the creation 

of designer Michael 

Feinberg, programmer lan 

| Gilman and producer Brad 

Fregger, will soon be 


label. Until now, the stone- 
matching contest was only 
commercially available 
through a 1,000-copy 

| autographed limited edition 
of the Macintosh version, 
packed in a handmade, 
customized wooden box. 

A mass-market version of 
Ishido Stones was delayed in 
getting to the public. The 
game was first slated for 
publication by Epyx, but 
after its reorganization, a 
new publisher had to be 
| found. Accolade expects to 
release the Macintosh 
version immediately, with 
IBM and Amiga versions to 
follow shortly. 

Ishido features beautifully 
| drawn playing stones— 
strategically placed on a 

| board—plus graphic editors 
for creating new game 
pieces and backgrounds. It 
also contains a divination 
technique called Oracle of 
the Stones, based on the |- 
Ching. 


Nintendo Opens 
German Branch 

Nintendo will open a 
subsidiary in West Germany 
this year, to assume 
responsibility for marketing, 
sales and distribution of NES 
| and Game Boy products. 

Nintendo plans to 
develop the West German 
market for its products. In 
| addition to the NES and its 
line of game cartridges, 
Nintendo will also introduce 
| the Game Boy portable 
system to Germany. 

The company has not yet 
established the location for 


participate in tournaments of 


available under the Accolade 


| the West German offices, but 
expects to open in midyear. 


lee: Brittanica Join 
D Encyclopedia 
Tandy Corp. and 
Brittanica Software will soon 
join together to release à 
computerized encyclopedia 
ый for use on 
its new 
2500 XL 
computer. 
* The new 
machine 
features a 























` drive. The 
Compton 
ва published by 
Brittanica for school-age 
children, will be contained 
on a single 5.25 CD disk. 
The new encyclopedia 
will contain the full 26 
volumes of Comptons, 
which include 15,000 
photographs, 5,800 maps 


| music. The programmers 
estimate that the data 
contained on the CD disk 
would fill 18,000 floppies. 
The Compton disk will 
display pictures and sounds 
related to the subject, such 
as composers' music and 
| notable speeches. It will also 
contain a full atlas, history 
time line plus a browser's 
| picture file. 


Hints for Gamers Lost 
in Las Vegas 
Mindscape has just the 
thing for any gamer stuck in 
Déjà Vu Il: Lost in Las Vegas. 
The hint book provides 
guidance for all the locations 
| in the game, in three levels. 
Each hint contains three 
answers, each more 
| explicit than the last, so 
that gamers can use 
only the tips they 
actually need without 
getting so much 
information that it 
destroys their enjoyment of 
the adventure. 
The hint book was 
| prepared by Icom 
Simulations, creators of the 
game. It's available direct 
from Mindscape for $5. 





built-in CD | 





| and charts and 60 minutes of | 


Konami Features Coin- 
Ops in Handhelds 
Konami's new line of 

handheld games feature 





titles made famous in coin- 
| op arcades and in Konami's 


and Ultra's NES games. 
Games reduced to fist size 





are housed in Konami's 


| casing, which features four 


push-button controllers and 


| direction rosettes. 


Titles currently featured in 
the handheld line are Double 
Dribble, Top Gun, Gradius, 


| Contra, Teenage Mutant 


Ninja Turtles, Skate or Die, 
and this year's newest 


| games, Bayou Billy and 


Bottom of the Ninth. 
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Only you and your P-40 Tiger Shark stand between 
your buddies and oblivion. Trapped behind enemy lines, 
the enemy is trying to nail you with everything they've 
got — fighters, tanks, battleships, anti-aircraft guns... 
But you can handle it. You're the best stick man in 
the sky. So check your six o'clock and man your guns. 
The Sky Shark’s got the moves if you've got the guts. 


“Sky Shark. . . moves so fast, the enemy targets are 
so numerous, and the graphics so vivid..." 
- Lame Players Guide to Nintendo Games 


^... scrolling shoot-em-up that combines furious 
action with good graphics to provide an exciting 
gaming experience. 


Video Games and Computer Entertainment 


Actual Nintendo Entertainment System Screens 
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Video Offer for 
Crusaders 
Lucasfilm has a special 
offer for gamers. Customers 

| who purchase an /ndiana 
| Jones game are entitled to 
buy a copy of the VHS 
videotape of Indiana Jones 
and the Last Crusade for $10. 
Customers who buy two 
Indy games will receive the 
video free. 
| Customers who purchase 
one or more Indiana Jones 
and the Last Crusade games, 
either /ndy—The Graphic 
| Adventure or Indy—The 
| Action Game, are eligible as 
long as the purchases were 
made between February 1, 
1990, and June 30, 1990. 
Details are available at 
participating retailers. 


Newsletter for 
Amiga Gamers 
TGFM Publishing, located 

on Maui island, Hawaii, has 
started a newsletter for 
Amiga users. Amiga Games 
Guide contains reviews, 
news, rumors and game tips 
for American and European 
Amiga games and is 
published on a bimonthly 
schedule. 

Amigans can get a 
sample issue for $3 or a six- 
issue subscription for $15 
from Amiga Games Guide, 
P.O. Box 11945, Lahaina, HI 
96761. 


All of the hospitals that 
received the gaming 
equipment and NES- 
compatible cartridges have a 
minimum of 20 patients, and 
the equipment will be 
available for use by both 
hospitalized and out- 
patients. 

Dan Van Elderen, 
executive vice president and 
chief operating officer of 
Tengen, explained the 

| company's reason for the 
giveaway: "These children 

| must spend long hours at 

| the hospital while they 
undergo treatment. It was 
our desire to provide an 
enjoyable diversion for these 
children...." 

A big VG&CE salute: Way 
to go, Tengen! 





Culture Brain Seeks 
Kung Fu Heroes 

Culture Brain is 
sponsoring a tournament 
this summer to find high 
scorers on their NES- 
compatible game, Kung Fu 
Heroes. The contest 
promotes team play; two 
gamers must work to reach 
the highest score, then send 
a photograph of the game 
screen to the company. 

There are two categories 
for the competition, family 
and general. In the family 
category, one or both 
players must be 13 or under 
as of March 31, 1990. In the 
general category, both 
players must be over 13. 

The first-place team in 
each group will receive 
$10,000; second place is 
$3,000 and third and 
fourth places each win 
$1,000. The top four 
teams in each category 
will win an overnight, 
expense-paid trip to 
Disneyland to compete in 
the finals. 

To enter, teams must 
select their proper entry 
category, then submit ке: 
their names, addresses, ier = | ^ 
ages, birthdates and — nr 22. 
telephone numbers, together | Chicago, Dallas, Houston, 
with a photograph of the | Los Angeles, Miami, 
game screen showing the Minneapolis, New York, 
high score. Send the | Pittsburgh, San Francisco 
information to Culture Brain | and Washington, D.C. Each 
Champions Tournament, location received a Nintendo 
15315 NE 90th, Redmond, Entertainment System and 
WA 98052: Entries must be all 11 of Tengen's video- 
received before August 31. game titles. 


Tengen Gifts Hospitals 
With Video Games 


Tengen has instituted a 
charity program called 
| "Miles of Smiles" that is 
| certain to put big grins оп 
the faces of many sick 
children. The software 
company donated gift 
packages to 12 pediatric 
oncology/hematology clinics. 
The company targeted 
children's cancer treatment 
units in Atlanta, Boston, 


InfoMaster Provides 
In-Store Sales Aids 
Sellectek, Inc., has 

installed InfoMaster systems 
in over 400 Software Etc. 
stores, Electronics Boutiques 
and Waldensoft stores, to 
make software shopping 
easier for both purchaser 
and vendors. The new 
system, consisting of a '386 
computer with hard disk, 
VGA graphics, modem and 
printer, provides information 
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on-screen about products for 
customers to examine at 
their leisure. 

| Software shopping has 
never been easier than with 
this new system. Users 
search for product 

information by name, by 

publisher or by category of 
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software, through a series of 
menus. Once the 
computerist chooses the 
product, InfoMaster presents 
a comprehensive listing, 
which includes a product 
summary that completely 
describes the software, any 
awards or endorsements it 
may have received, main 


| features, specs, level of 


difficulty, add-ons, 


| compatible programs and 
| other relevant information. 


These summaries can be 
printed out for the customer 
to take home. Screen shots 
are also included to depict 
the look and feel of the 


| software. 


A billboard feature 
functions as an attract mode 
and presents in-store 
advertising or information 
about promotions and 
discounts. Sellectek 
upgrades the information in 
the system each month, via 
modem, to keep all the data 
current. 

According to Sellectek, 
the system gained great 
acceptance in December 
1988, its first month of 
operation. During that 
month each InfoMaster 
station received over 2,000 
accesses per store. 


Amiga Game Machine 
According to VG&CE's 
sources, Commodore will 
market an Amiga-based 
game machine before the 
end of the year. Although the 
company is tight-lipped 


| about the new system, 


inside sources relate that the 
machine will be based on 
the Amiga 500 
microprocessor. It will be 
sold without a keyboard 
(though the keyboard can be 
purchased separately) and 
with a 3.5 disk drive, 
auxiliary CD-player and 
Amiga monitor. 

No word yet on what the 


| computer game machine will 


cost nor when Commodore 

plans to release it to market, 
but VG&CE will keep readers 
informed as soon as further 
details are available. 4, 
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You аге Ryuhi, a dedicated student of the ancient art of Kung-Fu. But your | 


1 EALIS ПС KUNG- FL wise master has been kidnapped, and with him, the Secret Scrolls, which 


Ta | hold the key to awesome fighting skills. Now, set out to defeat the evil Tusk 
А № RETURNS! Soldiers and regain the scrolls. Your goal: The World Tournament of Contact 


You'll face the toughest challengers from six 
different styles of fighting, at the World Tournament | 
of Contact Sports. 

The gong has sounded. Now it's up to you to 
become the World Champion. 


e А, 
| 
| 


The refined game play and 

sophisticated action will leave you 

breathless with excitement. When it comes to 

| realistic kung-fu games, there's only one champion— 
| FLYING DRAGON. 
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1. MANY SECRETS AWAIT YOU ! 

Set forth on a journey to regain the 
Secret Scrolls and the hidden techniques 
they hold. 


2. THE POWER OF JUSTICE 

Only by completing the mandara seal 
can you gain its mystical powers and 
defeat Dargon, the lord of the Tusk 
Soldiers. 


3. TRAINING SESSION 
Start your training at Shorinji, the 
legendary birthplace of Kung-Fu. 


Culture Brain U.S.A., Inc. 


IM and 


АИ г 


Culture UE and 4 Fiving Dragon "V 


are trademarks of Culture Bean USA Inc 
15315 N. E. 90th Redmond WA 98052 i 1988 Cult np Bras srt 5 A anc 
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ports, where you will seek out the ave Iwarriors of darkness. 
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CONGRATULATIONS 
ТОШ ARE A HERD, 


“THE EVIL CORPS, 


4. DEFEAT THE SOLDIERS FROM 
DARKNESS 

It's Dargon, and he's transformed into a 

deadly opponent! You'll need the ulti - 

mate move, the Hiryu-no-Ken kick, to 

knock him down! 

5. YOU WILL BE A HERO! 

Fight your way through the World 

Tournament of Contact Sports. 

Victory will be in your hands. 


NTEN DO* АМ D Nintendo ENTER TAI IMENT SYSTEM 
ARE TRAL JEMARK5 OF TENDO OF AMERICA IN 


CULTURE BRAIN, 
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Even those who aren't as skilled will have a 
chance to win. This tournament is not only for 
the game maniacs but for any family members. 
The champions will be selected from two 
categories: family and general groups. à 


You are the 


torchbearers of the 
video game culture which is to be transmitted to the 
next generation. 
| Pata entr one of bwo сїйєп в the event of а ба, there will ba а playa to determing whe will proceed 
send Culture Brain a А Family Category pup 
К Hf gor Daum бач al leas! one person who m ÎÛ? years m amde, ener jiet Сие ОДЕ Du aah шй tm Û | | | 
screen shot of the KR entry Hol уш ara tomy анаша Gn vo LES TNAM 
4 5 ves B General Category & sir The selected Teams for the Haak will be directly aotified by Culture Brain 
highest scores your ЇЇ both ef you are 13 years of over, you mast enter the category Ж Та mter ether category nne adull or guardian must accompany the minor lo Ehe fais. | 
team сап gel ee ee The date for the finals wil be aamounced by Culture Brain 
E Send a screen shot gecture of your team's Вара scores to Culture Brain Н a tem can пої make it 10 the faasis d well be dequaietedt 
Па tha screan shod, bolh scores must be теше E Air tare and hotel esperes for the finals will be proved by Catus Brom 
A There andi be four teams trem each category, for a total of esght beams. Suteen people 7 ront reach the ИЮ айап пей 
m ай will ba selected for the finals in the order of thew scores манні amen ани 
4 The top aight laama wll be insted to the [їшї i Los Angeles nit Е — ! 
Tha has well be performed by the blocks, Fries for both categores will be awarded 
as lolosi tha hrit-proe winners ail be awarded [ЇЙ ПИШ 00, the secamd-pze winners 


M you go ower i the score wd reset and stort af (Land the ponis you have gollen wil be pil | 
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Send to: 
Culture Brain 
Champions Tournament Dept. 
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The tournament is planned for 
the entire family to enjoy. So 
mm come and join the challenge! 





IN ADDITION TO THE TOURNAMENT, 
THERE I$ MORE! 

Receive a board game and win 
more prizes! 

Everyone has another chance to 
win even if you don't enter the 
tournament. | 


STEP 1 GIVE AWAYS. 

The limited edition of the Kung-Fu 
Heroes board games and 
buttons will be given 
away at the partici- 
pating retail stores. 
| — = Look for display 
[If one or both of you are 12 \ |7 





| | А posters. 
years or under, enter the | Y j 
family category. / ou: рае T minds 
| If both of you are 1; or / -' Entry details are available А STEP 2 WIN PRIZES. | 
aver, enter the general category. | on the board game, which Answer the lige the board 
| Ze] E ^ game and send it to Culture Brain, 
> " | | WW be given away at you could win the deluxe prize by 
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| pue i | 
participating retail stores. y ^ ¥ 9 а random drawing! 


C 


HUN Ug 9 


ЕШЬ 1 
Ж 
УГ 
ё Ku 





n. 


Anything and | 
everything about ; Prizes are subject to 


А à change without any 
this campaign | anii: 
is great! For further infor- 


mation, please look 
for details on give 
away board games. 


Give aways are limited in 
quantity at each store. 
Ask for more details at the 
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Mm, | will enter the BC. TH 
campaige is sponsored by Caltere Brom. 


1 | ! Е irte н inquire only through ser ads in mast game magarines of display posters 
tournament, too! —  —— ee le 





Please по ingeiries by phones. 
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Only Baseball Simulator 1.000 lets 
you play ball any way you want it. 
It's fully programmable baseball 
unlike any other game. 


Complete Editing 

Start with a full team of 12 batters and 
six pitchers. Then, you decide what kind 
of team to make. Enter the exact stats 
you want for a winning team. Use the 
latest major league stats, make an all- 
star team, even enter yourself as the 
star. With six programmable teams, you'll 
have a whole league of your own. 


Intense and Realistic Action 

Make a team of quick runners for a fast- 
paced game. Create players with awesome 
power for an all-out Home Run Derby, Or 
give your team the hottest hurlers for an 
intense pitching game. No matter what 
kind of game you want to play, it’s all 
possible. 


Televised Season Simulation 

With the Full-Auto Season, you can play 
out a continuous season and watch your 
team from game to game. Even individual 
players can be tracked with full stats and 
top-10 rankings. Go for the triple crown! 


Play ball with your favorite major league stars, 
heroes from the past, fantasy leagues-even enter 
yourself as the star! Enter team and player names, 
and all the important stats for your very own team. 


f ET a full » season based on statistics. The season can be 


played automatically, while you can enjoy following a team 
through its games. And by editing team and player abilities, 
it's a full-auto simulation game. 


(2) nner TEAM, &) IOUS FEATURES OF ULTRA PLAY. 


Play a full length season with six teams, for 5, 30, 
60, or even 165 games. Follow the teams and 
players through the season- monitor their stats, 
even get top-10 rankings in batting and pitching. 





Add a whole new dimension of fun to baseball with the 
wacky Ultra Plays. Throw pitches that disappear or speed up 
in mid-air. Fight back with hitsthat explode or knock out the 
fielders. And catch them by leaping hundreds of feet in the 
air, With the six teams of the Ultra League, you'll play base- 
ball like it's never been played. before! 


Culture Brain M and Baseball Simulator 10007 l4 \ OCENSED ву NINTENDO” FOR PLAY ON THE 
| Nintendo Sle aes 


are trademarks of Culture Brain U.S.A 





TM and C 1989 Culture Brain U S.A , Lus INTERNO ЧЕРТА ENTERTAINMENT SYS} 


All rights reserved 
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An action adventure from the Arabian Nights. 


ыы КАНЫ бе 

SCHEHERAZADE 
Г a Sopbisticated 

Action 


Adventure 





The ancient land of Arabia 
bas fallen into despair. Tbe 
evi] magician Sabaron bas 
released bis demons from tbe 
underground, and now they 
a [ h i are about to take over a 


4 once-beautiful land. 


You hare lost your memory, 
but yow are the descendant 
of the legendary magician, 
Isfa. Now it is fime to return 
to Arabia. You must fight to 
defend peace and unravel 
puzzling mysteries to save the 
kidnapped princess Scheber- 


azade, 


Tow and your allies will 
travel throughout the bean- 
tiful amd mysterious land of 
Arabia, through the future 
and the past, and to worlds 
of water, deserts, forests and 
flowers. It's a grand adven- 
ture waiting to be fulfilled. 


Hasse your strength with an assortment 
of swords, magical rods, and special 
items. 


Magical spells come to life on the screen Giant enemies fill the screen and An encounter with the enemy! Create 
in winds of fire and storms of electricity challenge you to battle a battle formation with your allies, 
then fight it out with powerful magic! 


FIVE CHAPTERS OF MAGIC AND MYSTERY, 3 MAGICAL BA TILES WITH ELEVEN 
OVER 750 DAZZLING SCREENS. ALLIES! 

Unprecedented scale, challenging puzzles, and Seek out your trusty companions and invoke 
intense combat, unlike anything else. And a an astonishing variety of magical spells. 

finale full of awe and wonder. The world of Through the past and the future, you are the 
Scheherazade is an adventure full of glory. hero, battling the sinister forces of evil. 


ARTIFICIAL INTELLIGENCE ENHANCES 4 GRAPHICS AND SOUND FROM A 
THE GAME EVEN MORE! WORLD OF FANTASY! 

With the support of the Artificial Intelligence With stunningly beautiful visuals and a musical 
programming, even beginning players can soundtrack that will captivate your imagination 
enter the magical world of Scheherazade and The Magic of Scheherazade is a gaming 

behold its wonders experience that ll leave you spellbound! 
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Acclaim Brings Arnold Schwarzenegger’ 
Film Role to Video-Game Screens 











e‏ ا 





by Andy Eddy, 
with Donn Nauert 
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DO NOT ATTEMPT YOUR MISSION UNTIL THE 
CHOPPERS ARE OVERHEAD, SNIPERS ARE IN 
POSITION, AND YOUR HOMEWORK’S DONE. 


Not doing your homework could be a mistake. 
Every move you make could jeopardize your 
fellow rescuers, and those held captive. 

RESCUE: The Embassy Mission. the 
action comes fast and furious. Itchy- ; 
fingered enemy gunmen. A perilous rappel 
down the sheer face of the Embassy. If you 
survive that, don't get cocky. You've still got to out- 
maneuver and out-think your opponents inside and 
mastermind the escape. 

There are 15 levels of difficulty, from "Training 
Mission" to wickedly-fast “Jupiter Mission” Thrifls are 
delivered in bold strokes, with super high quality 
graphics and animation. 

With RESCUE: The Embassy Mission, bfainpower 
is as important as firepower. 


КЕМСОА SEIKA 



















ORPORATION, USA. NINTENDO* and 
NINTENDO ENTERTAINMENT SYS * are trader 000 
America. Game-Pak (NES-GP) RESCUE * is 

Intogrames, 151! | 
sion. All rights reserved. Licensed m conj 
International. £1989 КЕМШП 
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televised at Universal Studios (the THURSDAY, MARCH 8 3 v ы dia gon 









PIONSHIP' 


DALLAS; TEXAS. ' 


emember The Wizard: The film — in Dallas, ‘Texas, March 8- i "Чийин 
that premiered last year, since this was the first city to play host 
starring Fred Savage of The for the tour, there was a lot of local area 
Wonder Years? The Wizard had Bits and ape. about тг. бра they 
everything great Stars (besides | 
Savage, there was Beau Bridges and 
Christian Slater), great lines like "Keep 
your Power Glove off my girl," not to 
mention excellent product placement 
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(Nintendo galore). In fact, had.there parents. Well, mast of their parents. 
been an Oscar category for "Best As the VG&CE writer who. ives Ш T 
Product Placement in a Theatrical the northern region of Dallas, it was ааг, 
Film," The Wizard would have won assignment to cover the event. My 


hands down. intention was to cover all four days of 

The movie's plot centered around the event from several angles—to 
Fred Savage's character 
running off with his little 
brother to compete in a 
nationwide Nintendo- | 
competition. It turned out that 
his quiet sibling was not only - 
an excellent Nintendo player | 
but the best in the world. Of 
course, all this stuff about a 
Nintendo tournament was 
purely fictional. 

Or was it? Pi Uic Mich 
Nintendo of America _ 
announced the Nintendo 
World Championships, a 3 1а 
nationwide tour encompassing inny; Tecmo proud 
30 major cities in the U.S. and Canada. provide a glimpse of what it was «à ninja that resembles Donkey 
At every stop, the best Nintendo actually like to be there. Armed with _ - and гэ! s Bene itself w 
players would. impete in a specially copies of the pov! issue of VG&CE, Г. .— Mario and Luigi. lt was the invasion of 

athlon game pak. Local | | ig ^ ще Nintendo inflatables. i 
area winners would then be sent to As if these 130 NES game stations — 
Orlando, Florida, to compete in the \rmageddon. — la aren't спору" there’s another section 
finals championship to be held and | X 2 2 Не building w | 


dT 















д о dur financed and marketed This gargantuan event requires the - 
largest convention facility cach host city - 






rin retail stores—exgept 


vi. 


The premierc of the Nintendo can provide. Dallas' Fair Park's (ues ae, demde 200 of them arranged in 
World Championships (NWC) was held Automobile Building fits that order. ae multiple aisles. Titles featured on the» 
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“YOU STAND AT THE EDGE OF A DEEP 
CHASM. FROM THE DARKNESS BELOW 
RISE THE SCREAMS OF THE UNDEAD?’ 


Can you outwit and overcome the 
















Slay a dragon, cross a river of fire. 














thoroughly-evil Warlock Lord? His But be careful. A wrong move could 
mysterious spell holds CastleShadowgate bring your quest to an untimely end. 
captive. Dozens of hidden pitfalls and A whole world of options are at 
nasty entities lurk in every corner. your command with 
Probe along menacing stone dynamic graphics to bring 
corridors looking for hidden the dark mysteries of the 
passageways. Discover " Middle Ages to life. 
mysterious artifacts in dark ‚ Ihe question is...are 
chambers. Clues are there гг d you up to the challenge 
for those bold enough, ; À of Castle Shadowgate? 
and wise enough. LN | 
Torches. Keys. ¥ Pe ad KEMCO a4 SEIKA 


Gemstones. 





SHADOWGATE™ is a trademark of (COM Simulations, Inc., and is : | This official seal is your assurance that Nintendo? has approved the 
used with permission. Licensed in conjunction with JPI 21987 Quality of this product. Always look for thi s seal when buying gares 
1889 (COM Simulations, Inc. NINTENDO” and NINTENDO ENTER- and accessories to ensure complete compatibility with your 
TAINMENT SYSTEM" are trademarks of Nintendo of America Nintendo Entertainment System? 
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hand-held systems are Batman, Double 
Dragon, Qix, Wheel of Fortune, Spider 
Man and lots of other games both 
brand-new and old. 

At the other end of the Power Walk 
is the NWC Super Stage, 
where—according to the NWC guide 
book—the attractions include: 
“Nintendo Game Counselors with 
answers to the most asked game play 
questions, in addition to their favorite 
‘pro tips." 

Right across from the Power Walk is 
a video stage where kids can make their 
own rap video. This attraction 15 
sponsored by the Thomas J. Lipton 
company, who make Nintendo Real 
Fruit Snacks (chewy, bite-sized Marios, 
Koopas, Zeldas and Links in a variety 
of fruit flavors). The stage is made up 
to look like a scene from Super Mario 
Bros., complete with plush Koopa 
Troops, Goombas and other colorful 
characters from the game. Participants 
move to the beat of a rap song, lip- 
syncing the lyrics. 

All of this is lovingly captured on 
videotape by an operator who zooms in 
and out along with the repetitious beat. 
The end result looks bad and goofy, but 
the few brave kids who engage in this 
kind of production appear to be having 
a good time. Those definitely enjoying 
themselves are the people who 
have gathered to watch, gnawing 
on free samples of Real Fruit 
Snacks. As if to show us all how 
to do the Mario rap the “right” 
way, Mario himself (a short guy 
wearing a cephalically bloated 
costume) goes on stage to 
demonstrate. 

Across from the Game Boy 
section is the VIP area. Most of 
the VIPs are men and women 
dressed in dark business suits, 
but a good number are kids, too, 
who are probably children or 
close associates of these adults. Overall, 
the scene looks more like a convention 
of bank executives. 

At the end of the Automobile 
Building is the main attraction—the 
NWC Competition Arena. It's a stage 
with two huge monitor screens. Toward 
the front are six NES competition 
stations with monitors for both players 
and the audience. Berween the 
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“throne” for a 
seventh player to sit while playing. 
Behind this stage are 102 more game 
stations. 

This is how the event basically 
works: After signing up, participants are 
lead to the NES stations backstage to 
play the NWC triathlon game pak. The 
seven high scorers are then taken on- 
stage; the one who scored the highest 
gets to sit in the throne. They then play 
the triathlon again—but this time 
there's an audience watching and an 
announcer blaring how game play ts 
progressing. 

Those who attain a certain score 
within their age category qualify for the 
semifinals competition to be held the 
following Sunday night. That's when 
the Wizards from each of the three age 
groups will be determined. These 
competitors also receive an NWC T- 
shirt, with the words “OFFICIAL 
SEMI-FINALIST” written in bold, 
black letters across the back. 

At about a little after six 
o clock—the actual opening time for 
the NWC—the general public starts 
milling in. It’s at this time that the press 
corps starts going into a frenzy. Virtually 
all the local area newscasts arrive, 
lugging their video camera equipment 
and bringing model-like reporters. 


enormous screens 15 a 





Photographers run rampant, too, 
snapping photos of evervthing and 
anything, with telescoping cameras 
equipped with powerful flare-like 
flashes. 

A reporter asks a kid for a brief 
interview. Not realizing what he's about 
to get himself into, the kid agrees. He's 
then promptly blinded by video camera 
lights and barraged with questions 








NWC DALLAS FINALISTS 

Congratulations to the finalists of 
the first NWC in Dallas, Texas. For 
those soon to become finalists in 
other cities where NWC will stop, 
here are some of the competitors 
you'll be up against in Orlando, 
Florida (listed with age group and 
score): 

Peter Carter—10 & under, 280,190 

Jeff Baker—11 to 17, 596,200 

Ray White—18 & older, 492,590 


asked by the reporter, who aims the 
microphone right in his face. It's at that 
moment that the poor kid loses any 
ability he once had to articulate the 
English language properly. 


FRIDAY, MARCH 9 
Today the NWC opened its doors at 
three in the afternoon—just in 
time to welcome kids getting 
off from school. 

What was vesterdav's VIP 
section has now been 
converted into the Parents' 
Oasis, a sanctuary for moms 
and dads who want a much- 
needed respite from the 
| Nintendo gala. Now is the time 
| for me to do some 
interviewing. I approach the 
competition stage and wait for 
the first group of competitors 
to come down. 

A little boy, proudly wearing his 
brand-new, oversized "OFFICIAL 
SEMI-FINALIST" T-shirt, climbs 
down from the stage. 

| lightly tug at his shirt. "I'm with 
VIDEOGAMES & COMPUTER 
ENTERTAINMENT..." I flash a copy of 
the recent issue of VG&CE to him. 
“Mind answering a few, brief 
questions?" 


VG&CE * JUNE 1990 
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"Sure," he responds. 

I give him the magazine to keep, 
"softening him up" for the interview. 

He's 11-vears-old. His score in the 
event was over 300,000 points. When I 
ask what he thinks about the NWC, his 
response is a subtle, "It's great." 

In fact, most of my interview 
subjects describe the NWC as "great." 
The number-one bit of advice for the 
NWC triathlon was to “practice Terris,” 
although one man, a 39-year-old father, 
advised the younger crowd to “do your 
homework first.” 

The highest scores in the tnathlon 
event seem to get higher and higher as 
the hours go by. First a score of a little 
over 400,000 points is the record holder. 
Then it's 500,000 and 600,000+. 

Competition on 
the stage is fast and 
furious. The 
announcer's frenetic 
voice calling out a 
running 
commentary of all 
the participant's 
plays, coupled with 
the constant 
switching of each of 
the player's game screens onto one of 
the two giant TV screens, makes the 
event nerve-racking. And that's just for 
those of us watching it. For the players 
themselves, it probably really #5. 

"Oh, I can't #ейесе all the great 
players we have here! Whew!” 
overreacts the announcer. You d think 
he was the one competing. 


SATURDAY, MARCH 10 

While heading toward the Super 
Stage, sounds and lights come alive, 
and an announcer comes on stage. He 
introduces two game counselors from 
Nintendo's Seattle, Washington, 
headquarters. A pair of men come onto 
the stage wearing flashy “Nintendo 
Game Counselor” jackets. 

“Well, I used to work at Safeway,” 
one of the men answers as to how he 
got his job. “Then I came across this ad 
from Nintendo for people to be 
telephone game counselors.” This is 
the Counselor's Corner segment of the 
show. “Does anyone in the audience 
have a game question for our 
counselors?” asks the announcer. 
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A boy raises his hand, and the man 
goes up to him with his microphone, à 
la Phil Donahue. 

"On Shadowgate, how do you get past 
the guard dogs?" the little lad inquires. 

One of the game counselors 
proceeds to answer, giving a thorough 
breakdown of the video-game dilemma. 
Inarguably, these guys really do know 
their stuff quite well. 

It's all wrapped up by the Top 30 
most popular Nintendo games 
countdown. Now the show becomes 
like an American Top 40. (The number- 
one NES game, by the way, turns out to 
be Teenage Mutant Ninja Turtles.) 

A few minutes later I notice a guy 
near the Power Walk...it's Howard 
Phillips of Nintendo, star of the 
"Howard and 
Nester" comic. 

I then 
immediately 
take off after 
the Nintendo 
bow-tied 
spokesman, 
quickly 
putting 
together brief 
questions to ask him. I introduce 
myself. He calmly agrees to answer my 
brief interview questions. He 
commented on how positive the 
response to the NWC has been so far, 
how much of a "family atmosphere" the 
event turned out to have and the 
surprising female participant turnout. 

| then go into the question that 
personally interests me. How did he get 
this job? 

"Well, l'd been working for 
Nintendo since '81, starting in the 
warehouse. When the company grew, | 
was in a position to give feedback on 
their projects. And I guess they liked 
what I did, so I grew along with them," 
he tells me. 


SUNDAY, MARCH 11 
Today's the last day of the Dallas leg 
of the NWC tour, which means the 
semifinalists competition. Before this 
evening's over, the Dallas Nintendo 
Wizards from each of the three age 
categories will be determined. 
The first thing you notice is that 
continued on page 59 
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Alone on a craggy hilltop, siderable experimentation, you 
high above an island shrouded in тау discover the power to see 
perpetual mist, your quest begins. in the dark. Or weave straw into 
But tread gingerly, because while gold. And eventually find the 
the world of Loom™ means to leave the 
is breathtakingly island itself. 
beautiful, unspeak- A fantastic 
able danger awaits odyssey ensues, as 
the unsuspecting. menacing water- 

Trepidation spouts, merciless 
soon gives way to | | dragons and exotic 
bravado as you peek Not all the Guilds welcome strangers. cities draw you 





inside abandoned deeper and deeper 
tents in the village. into the fantasy. 
Stumbling over a Armed with the dis- 


discarded weaver's taff's magic power, 
distaff, you watch in you stride fearlessly 
wonder as it gradu- across vast, cine- 

al ly glows and A spell weavers power is not for matic landscapes. 


resonates with a the sheepish. Seeking the arcane 





sequence of musical notes. Tenta- knowledge possessed by the Great 


tively at first, you point the staff Guilds, accumulated and refined 
and repeat the notes. After con- since the dawn of time. 
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Typing is banished from 
this kingdom. 

Loom is more than a mas- 
terpiece of fantasy storytelling. 
With Loom, Lucasfilm™ Games 
literally redefines the fantasy 
computer game experience. Sim- 
ple point п’ click actions move 
your character, select objects, and 
perform magic. No cumbersome 
keystrokes, text parsing, maze 
mapping, or inventory manage- 
ment intrude to break the spell. 

We even transport you to 
the Age of the Great Guilds before 
you turn on the computer. With a 
lavishly produced, 30-minute 
drama on Dolby? Stereo audio 
cassette that's included with the 
game. Recorded by Lucasfilm's 
Academy Award-winning 
Sprocket Systems, it introduces 
the characters and sets the scene 
for the impending, epic struggle 
against imposing odds. 

Then it's full immersion 
into Loom's 3-Dimensional, scroll- 
ing panoramic landscape. Where 
detailed animation, high defini- 
tion graphics, startling special 
effects and stirring musical score 
combine to create a total environ- 
ment. Captivating you from the 
opening scene to the final climax. 

And your quest for a truly 
magical fantasy adventure is 
finally realized. 


Jucasriuy 











ream o€aSon. 

Infielders dive for grounders in the hole. Outfielders 
crash into the wall to snare long drives. Sluggers take 
the curveball to the opposite field, or pull the inside 
fastball down the line. 

In this game, you control it all, and much more. With 
special biorhythm/conditioning charts that give you the 
vital information you need to set your lineup. So you 
know when to pull a tiring starter. Or go to the bench for 
a hot pinch hitter. 

It all adds up to a dream season for every game player 
who likes to use his head as well as his hands. So get 
into “Bases Loaded II: Second Season.” At your favorite 
video game store now. 
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Live Action That Never Ends. 


Jaleco™ Bases Loaded" ||: Second Season™ are trademarks ol 
Jaleco USA, Inc. Nintendo * and Nintendo of America® are 
registered trademarks of Nintendo of America. © 1990 Jaleco USA Inc. 
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Heroes of the Lance 


ЕСІ 
For the Nintendo Entertainment 
System ($49.95) 


Dungeons & Dragons, 
the sometimes contro- 
versial role-playing game 
| of the early 1980s that 
defined  role-playing 


RATINGS: 
Sound & Music 4 


Graphics 


Playability 
Overall 





for play on the NES. Well, sort of .. 

You see, Heroes of the Lance isn't exactly 
a video-game version of Dungeons & Drag- 
ons. It's part of the DragonLance series of 
games, which in turn are inspired by the 
Advanced Dungeons & Dragons games, and 
listed under that name. This rendition of 
Heroes of the Lance, for the Nintendo, is 
based on the original version for home com- 
puters. Got all of that? If you do and get the 
impression that Heroes of the Lance proba- 
bly contains only watered-down elements 
from the Dungeons & Dragons games it's 
loosely based on, twice removed, then 
you're not completely wrong. 

The generic game scenario revolves 
around eight adventurers who must traverse 
into the dungeons of Xak Tsaroth to recover 
the Disks of Mishakal. ‚ 

In other words, it's 


games, is now available | 
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| have contrasting 
and complemen- 
tary personalities, 
indicated by their 

strength, intu- 
ition, wisdom, condition, dexterity and 
charisma ratings. Some of the adventurers 
will be more willing to cooperate with other 
characters, giving up their weapons, if nec- 
essary, when you command them, but oth- 
ers won't be as complacent. 

Spells are available for certain characters 
to cast, enabling them to shoot fireballs at 
enemies, capture them with a web or freeze 
them in place. Other spells include those 
that heal characters or revive ones that are 
recently deceased. Many times, though, 
these spells need to be used to perform such 
mundane tasks as blowing a monster out of 
your path. Direct face-to-face combat, you'll 
find, is not only tiring and time consuming, 
but uneventful and difficult to handle. 

To say that the graphics are uninspired 
wouldn't be completely fair—there aren't too 
many graphics to begin with. The lower half 





Dungeons & 
Dragons, ЕС!’ 
Heroes of the 
Lance is a role- 
| playing game 


your typical romp- 
through-the-dungeon 
adventure where you 
have to slay innumer- 
able human and beast 
enemies, such as 
dragons, trolls and 
gargoyles. Along the way, you find 
weapons, treasures and helpful 
clues, all the while gaining "experi- 
ence points" for performing these 
deeds—which in pedestrian terms 
means your overall score. 

The adventurers themselves are 
the varied assortment of characters 
from the Dark Ages you'd expect to | 
find: the cleric, the swordsman, the | 
archer, etc. And, like the cast to a 
'70s disaster film, the characters | 


of the game screen shows a directional com- 
pass and mug shots of the eight adventur- 
ers, with their life-energy lines alongside 
them. The remaining top portion of the 
screen is where all the game-playing takes 
place. Things seem pretty cramped up there 
in that "window." Colors are subdued in 
varying shades of gray and brown. The 
soundtrack is appropriately unobtrusive, but 
just as listless. 

The main problem with Heroes Of The 
Lance is that it's an action-adventure game 
that tries to remain faithful to its namesake 
by implementing elements from the original 
source material. Unfortunately, the often 
needless spell casting and personality rat- 
ings come across looking like computerized 
sales charts and bog down what game play 
there is. Slowing things down even further 
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are the sluggish combat sequences. Not 
even the especially helpful game-saving 
function helps matters much. To put it suc- 
cinctly, Heroes of the Lance is a doomed 
expedition from the start. 

—Howard H. Wen 


FCI, Inc. 

150 East 52 Street 
New York, NY 10022 
(312) 968-0425 


JALECO 
For the Nintendo Entertainment 
System ($44.95) 

It seems that all action 
video games these days 
are "adventurized" con- 
tests. You know what | 
mean: games where you 
have to move your on- 
screen character through a confusing array 
of interconnected screens, searching for hid- 
den clues, weapons, treasures or other such 
prizes. These are the game titles that you see 
"mapped out" every month in VG&CE, the 
games that take weeks—possibly 
months—to solve or figure out, because you 
get lost while playing them. 

There's nothing wrong with video games 
like these; they're the staple of the industry. 
But not everyone has the time, patience or 
camera equipment to figure these games 
out. Hasn't there ever been a time when you 
just wanted to play a game where you didn't 
have to do so much . . . thinking? Where all 
you had to do was hack, slash, maim and 
mutilate the bad guys without needing to 
once ponder, "Gee, | wonder if l'm moving 
my character in the right 
direction?” 

That's what you get with 
Jaleco's Astyanax—good 
arcade action and (most 
important) brainless fun. 
You play the part of Asty- 
anax, a 16-year-old boy | 
with a serious sleep disor- ma 
der. He's been having ^ 
dreams about a beautiful girl calling 
his name. Now, most people proba- 
bly wouldn't consider this an 
unusual state of mind for an adoles- | 
cent male, but Astyanax thinks so. 

All of this is depicted in a 
"Japanimation"-style cartoon, upon 
powering-up your NES. "Cheesy" is 
an understated term when used to 
describe these animated sequences. 
But, in this case, the cheesiness 
adds to the overall video-gaming 
enjoyment. Believe me. 


RATINGS: 


Sound & Music 7 
Graphics 9 


Playability 8 
Overall B 
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In these opening scenes, 
we also learn important stuff, 
like the fact that Astyanax's 
name is derived from a 
heroic character in Greek 
mythology and that he's a 
"normal" freshman at 
"Greenview High." One 
morning while walking to school, he hears a 
female voice calling him. As he gazes upon 
the rising sun—POOF!—he's instantly 
sucked into another world, making him tardy 
for his first class. 

starting the game, you further learn that 
Astyanax was teleported from Earth to this 
other world by a fairy named "Cutie." Hover- 
ing in midair, she informs Astyanax that the 
girl in his dreams is actually a princess 
named "Rosebud," who's being held captive 
by the evil (and just as imaginatively named) 
Blackhorn. 

Further adding to the list of sur- 
prises, Cutie gives you the respon- 
sibility of saving Rosebud, defeat- 
ing Blackhorn and his army of 
henchmen, freeing this other world 
from Blackhorn's evil power and 
getting back to Earth in time for 
ME school lunch. 

On every level, Astyanax must defeat 


verted from their arcade hordes of mythological Greek monsters, like 


game of the same name, 
provides loads of action. 
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Minotaurs, swashbuckling skeletons, one- 





eyed floating blobs and things that look like 
airborne spores. And all the teen boy is 
armed with is a mythological meat cleaver 
called "Bash." Cutie, being the fairy that she 
is, is available to provide assistance—if you 
can find her, that is. She can change Bash 
(into an ax, sword or spear) or restore your 
superpower energy points. 

Astyanax's powers include a spell that 
will momentarily freeze enemies in place, 
shoot fireballs in all directions or simply 
blow all adversaries off the screen with a 
lightning bolt. Naturally, summoning the 
powers of the gods uses up varying 
amounts of superpower points. 

At the end of every level is an enemy who 
is more powerful than all previous ones. 
Defeating this hideous monster is necessary 
in order to advance Astyanax to the next 
level, where more of the same awaits, 
though at a faster pace. 

Those seeking refuge from the deluge of 
map-happy" video games will find it in 
Astyanax. Traditional arcade action is pre- 
sented here, packaged with appropriate 
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Final Lap Twin, Cybercore, ... 
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sound/music and spectacular graphics. An 
instant, pleasing lobotomy is guaranteed. 
—H.H.W. 


Jaleco USA, Inc. 

5617 W. Howard Street 
Niles, IL 60648 

(312) 647-7085 


Ninja Gaiden 11 
TECMO 
For the Nintendo Entertainment 
System ($49.95) 


From his vantage 
point high above the 
tallest mountains, the 
hulking warlord Ashtar 
watches the raging thun- 
| derstorm and broods. 

So begins the sequel to one of the most 
popular games of 1989. Tecmo's Ninja 
Gaiden Il, subtitled "The Dark Sword of 
Chaos," continues the adventures of Ryu 
Hayabusa, ninja warrior. It's a martial-arts 
epic that demands to be taken seriously. 

Like its predecessor, 
Ninja Gaiden Il features ВЕ ВО 
a multitude of scrolling 
enemy-filled landscapes | 
interspersed with | 
movie-like intermis- 
sions that further the 
storyline. Because the 
game's challenges are 
broken up into "acts," 
these cinematic inter- 
ludes seem more like = 
Saturday-afternoon serial арад їһап 
anything else. They also contribute heavily 
to the excitement of completing each level; 
you can hardly wait to find out what hap- 
pens next! 

The game play remains nearly 
unchanged. Ryu runs, jumps, slashes and 
makes use of a number of optional weapons. 
One minor change with major implications 
concerns Ryu's ability to jump up and cling 
to the wall: Instead of sticking there like a 
mosquito on flypaper, he can now climb up 
or down any surface he hangs on to. There 
are also new weapons to experiment with, 
including a “Red Ghost” image that follows 
you around, duplicating your moves a split- 
second after you make them. 

Many of the areas Ryu passes through 
are challenging enough without their inhabi- 
tants. You'll walk over the length of a speed- 
ing freight train, stumble through a dark for- 
est with only brief flashes of lightning for 
illumination, and fight against powerful 
winds in the midst of a brutal snowstorm. 

It's hard to find fault with Ninja Gaiden Il. 
The most popular complaint seems to be 


RATINGS: 


| Sound & Music 9 
Graphics 


Playability 


Overall 
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ninja Ryu 
returns for more 
martial arts conflict in 
Tecmo's Ninja Gaiden Ii. 








that the game is too difficult. It's not easy for 
beginners, true, but most NES owners will 
have no problem, especially if you've had 
some experience with the original Ninja 
Gaiden. The programmers have spared no 





expense in creating a sense of realistic chal- 
lenge, in a world of fantasy that gets more 
involving each time you play. Simplifying 
the action in order to attract less-skilled play- 
ers would only have cheapened the game's 
lush atmosphere. 

It's interesting to note a subtle change in 
Ryu's personality between the action scenes 
and the intermissions. While battling his way 
through an endless army of bad guys and 
strange creatures, he maintains the image of 
a true ninja assassin: dark, silent and effi- 
cient. But during the "cinema display" 
sequences, his mask can't always hide his 
bug-eyed expressions of surprise, as he con- 
stantly exclaims, "What the . . .?" That's 
okay, though; it makes it easier to identify 
with him. 

In the end, it's the "cinema display" that 
keeps me coming back for more. The first 
intermission will look familiar to Ninja 
Gaiden devotees: A mysterious stranger 
pulls a gun on Ryu, but this time, it's for a 
different reason. When Ryu stands over the 
fallen body of Baron Spider and hears the 
name of Ashtar for the first time, it's enough 
to send chills up your spine. The music is 
also responsible for setting the mood of 
these scenes, and does so to great effect. 

Titles like Ninja Gaiden are proof that 
video games are learning how to evoke play- 

= ers' emotions and entertain just like а 
movie or TV show can. These adven- 
tures go beyond the confines of 
] video-game gimmickry; in fact, | 
=] wouldn't hesitate to call it a legitimate 

| art form. That may be a lofty position 
for game designers to aspire to, par- 
ticularly since the average NES owner 
is not yet in high school—but quality 
doesn't hurt, and Tecmo knows it. 

Ninja Gaiden 1! is a winner, and it's got 
my vote as one of the best NES carts ever. 
Highly recommended. 

—Chris Bieniek 
Tecmo 
Victoria Business Park 
18005 S. Adria Maru Lane 
Carson, CA 90746 
(213) 329-5880 
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HUDSON SOFT 
For the Nintendo Entertainment 
System ($42.95) 


Starship Hector, by 
Hudson Soft, is one of 
those games that was 
held up by the supposed 
chip shortage. It has 
taken this game quite a 
while to become available to the public. 
Although it is now somewhat aged—it has a 
copyright of 1987 on it—Starship Hector still 
has appeal. 

So, are you ready for yet another 
scrolling shoot-'em-up? 

Hector consists of six rounds of alternat- 
ing vertical and horizontal scrolling through 
your standard alien landscape full of baddies 
just itching to blow your ship out from under 
you. Sound familiar? While this game 
doesn't exactly break new ground, it's 
another decent game based on a familiar 
and successful theme. 

A new twist that | hadn't seen before 
involved the game selection. When starting 
a new game, the player may choose 
between either a normal game, a two- 
minute game or a five-minute game. With 
the latter two, once the time runs out, you re 
done. The goal of these two would be to 
maximize your score within that period of 
time. High scores are kept for each of the 
three game types, at least until you power 
down your NES. 

As the game 
begins you have to 
take your ship 
through varied | 
scenery, blasting 
away at alien ships 
in the air and along 
the ground, making 
sure that your shield 
is maintained. While the scenery 
changes from round to round, your Mi 


LL 1 N GS: 
| Sound & Music 5 


Graphics 5 


Playability 6 
Overall 5 





enemies remain the same, for the 5 


showing up here and there. There is 
also a different type of challenge at 
the end of each round, with either 
an enemy base or monster of some 
type trying to slow you down. M 
While the methods for disposing of 22 
each differ, once the en- | n 
emy is discovered, it 
presents a much less 
difficult challenge. 

Your ship is well 
armed, and you have at 
your disposal two 
weapons. Standard 
laser-type shots may be 
fired in bursts of four to 
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destroy air targets, while 
bombs can be launched 
in sets of four to take care 
of your ground targets. 
| (When scrolling horizon- 
tally, the bombs just take 
care of anything that gets 
in the way.) Autofire is 
also almost a necessity unless you have 
been gifted with hyperactive fingers! 

The enemy ships are fast and deadly, but 
they move in exactly the same pattern, game 
after game, which gives the player a definite 
advantage over time. Two other factors tend 
to balance this out, however. First off, when 
you die, you're forced to start the round 
completely over, no matter how close you 
are to finishing it. Secondly, there aren't any 
continues, so when you lose that 
last man, it's all over. With extra 
men being awarded at 200,000, 
500,000 and 1,000,000, your initial 
three men are valuable. 

In the early rounds, your shield 
can handle several hits before col- 
lapsing. As the game progresses, 
your shield often can take only a 
couple of hits before youre 
destroyed. Hidden spots in the ver- 
tically scrolling rounds provide a 
ground-clearing explosion when 
exposed and are, for the most part, essential 
once the action picks up. 

Starship Hector provides the action and 
challenge desired in this type of game, but 
offers little originality. There is scant change 
in the music or effects throughout the game, 
and the graphics aren't particularly eye-grab- 
bing. The game does play fairly well, how- 
ever, which is generally the most important 
aspect in games of this sort. 

—Brent Walker 
Hudson Soft 
400 Oyster Point Boulevard, Suite 515 
South San Francisco, CA 94080 
(415) 871-8895 


KONAMI 
For the Nintendo Entertainment 
System ($43.95) 


If you thought that the 
TULE | „оса! Red Falcon 
киш ы was sent to his final rest- 
Playebility > ing place for good, think 
Overall ME again. He's back, badder 
than before, with a new 
group of cronies to terrorize Earth—Krypto- 
Crustacean, the Babalu Destructoid Mecha- 
nism and the Jagger Froid's Spit Soldier, just 
to name a few. Once again Mad Dog and 
Scorpion have the enviable task of wiping 
out Red Falcon and saving all mankind. (As if 
once wasn't enough!) 


Graphics 6 
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Valis™ I! Wield the magical sword 





The TurboGrafx-16 game sys- 
tem from NEC. Video Game of 
the Year. First video games on 
CD-ROM. And the largest 16-bit 
library with more to come. 


Vals " Û is a tacoma’ of Tolone Japan, c 1990 Зап Nihon Leser бой © Тейҥе Japan 
ul "i û I TIL TIU ied Inc. © 1987, 88 Faicom., с 1989 Hucean Soft 


CIRCLE #125 ON READER SERVICE CARD. 








E Y os NN А A 7 


+" 


— he siad 
Ls p 
ee 








„б p О 2 A 
E 


SA CU 


Ys Book "1 И Destroy | Evil in this role-playing epic! Incredi- 
ble CD sound, depth and ыа. 





Е 1990 NEC Тестен, inc 
Тшей їп a trademark of МЕС Technologies inc 


Konami's Super C is the sequel to the 
original Contra, which is obvious from the 
start. Either one or two players fight their 
way through eight levels, blasting anything 
that moves. Each player starts with three 
men and may continue three times before 
starting over. Special power-ups include 
machine-gun shots, spread-gun shots, laser 
fire and a flame thrower. The machine gun is 
useful for those without an 
autofire controller, while 
the laser is just the oppo- 
site—it's fairly useless with 
autofire engaged. The 
spread gun and flame 
thrower both provide a 
withering wall of firepower 
that comes in handy, especially when the 
end of the round approaches. A rapid-fire 
power-up increases the speed of any 
weapon, a barrier power-up renders the 
player invincible for a short time and a 
mega-shell power-up gives the standard 
“smart bomb" result of destroying every- 
thing on the screen. 

The majority of rounds consist | 
of horizontal scrolling, though 
areas of vertical scrolling, as well 
as overhead views, provide some 
variety. Various military com- 
plexes, steamy jungles, moun- 
tains and radioactive lava fields 
are a few of the environments 
that must be traversed. Patches 
of water in the jungle areas slow 
you down, though ducking 
underwater provides easy protec- 
tion from hostile shots. Watch for ™ 
areas of ground falling away as ES 
as a wrong step can send you to the 
depths! The rounds each have the 
standard boss bad guy at the end that 
must be defeated before advancing to 
the next round. 

The graphics are adequate, though 
some of the rounds seem dominated 
by one color (or shades of that color). 
As in the original, the last round has 
the nicest graphics, which helps make 
the struggle to reach it worth the 
effort. The sounds and music seem to 
be taken for the most part from Contra, with 
the background music being somewhat 
different. There are 15 
to 20 sounds varying 
from simple shooting 
sounds to the theme 
for each round. 

The players are easy 
to control, and the 
strategy required to 
advance through the | 
rounds is fairly | 
straightforward. The 








Konami's Contra is still 
one of the most popular 
MES games, and that torch 
will likely be handed down 
fo its follow-up, Super C. 











longevity of this game may be 
questionable, though, as it isn't dif- 
ficult to advance through the first 
four rounds once certain areas and 
methods of dealing with the end 
bosses are memorized. | didn't feel 
| that the game became particularly 
| challenging until the later rounds. 
The action is continuous, however, 
and keeps you on your toes, at least until an 
area becomes familiar. Any player should be 
able to advance through the game with 
patience; there are areas where a player can 
sit and hunt to rack up points and amass 
extra men. A maximum of four extra men 
will be displayed on-screen at a time, though 
the others are kept track of internally. 

Players who enjoyed Contra should find 
Super C acceptable, as long as major differ- 
ences or innovations in the content of the 
game aren't expected. Super C provides the 
same kind of action as its predecessor, and 
anyone with a good joystick and decent 
reflexes should have no problem repulsing 
the Red Falcon's second attempt at dominat- 
ing Earth. 

—B.W. 

Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089 
(312) 215-5111 


Pat Riley's Slammin’ 
Jammin' Basketball 


SEGA 
For the Sega 
Genesis ($49.95) 


RATINGS: = 


---—— 


| Sound & Music 9 


| i One of the best ways 
| Graphics 10 og а 
| Playability , to evaluate an original 
Overal "E game is to compare it to 
| existing arcade coin-ops. 
Recently, | had the opportunity to view 
Magic Johnson's Fast Break Basketball and 
play the Amiga megagame based on the 
coin-op. | was then in the ideal position of 
being able to handle the evaluation of the 
prerelease version of Sega's Pat Riley's 
Slammin' Jammin' Basketball. Fortunately, 
the mechanics for both games are similar, 
because the cart came with only a single 
typewritten page of instructions. 

Without a doubt, Pat Riley’s Slammin’ 
Jammin' Basketball, even in its prerelease 
form, is a masterpiece. The game features 
two full teams of five players each, on- 
screen simultaneously. This is something 
that no other basketball game | have seen 
has been able to accomplish. To keep such a 
complex game running up to speed gener- 
ally allows only a two-on-two contest, at the 
most. Genesis handles all ten players seam- 
lessly—and with style. The animations are 
superb, and a catchy musical tune plays con- 
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levels of 
video game play 


* Battle enemy forces on the 
Air Base, picking up energy and weapons! 

* Into the Air Fortress, to search out and destroy the 
Central Reactor! 
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tinuously in the background. The 
roar of the crowd for a successful 
slam dunk and the excellent 
sound effects representing the 
ball being dribbled, bouncing off 
the rim or cleanly swishing 
through the net all lend an air of 

realism to this Genesis title. | 

The single most-impressive 
feature is the monster slam dunks. 
The screen instantaneously 
switches from a distant side view | 
of the court to a close-up of the 
hoop, the offensive player and a defensive 
player (if one is in the vicinity). These objects 
fill almost the entire screen, and yet, only 
minute screen flicker can be seen. 

Since overscan is implemented, meaning 
that the play area extends to the very edge 
of the TV/monitor, most of the court can be 
seen at one time. For the other areas, a fluid 
horizontal scroll moves the entire court. 

The play mechanics may seem compli- 
cated initially but can be mastered easily. 
The learning curve is not in the least frustrat- 
ing, and the computer 
doesn't play flawlessly 
against a human oppo- 
nent. There are three 
levels of play: exhibi- 
tion or tournament 
modes and ability to 
switch the player lineup | 
around during time- 
outs. (Yes, Virginia, 
there are time-outs.) 

Several functions in № 
the preliminary version | 
we saw have either not № 
yet been implemented * 
or are merely undocumented. 
These include the ability to steal | 
the ball from a dribbling player, as 
well as a two-player tournament 
mode. Similarly, | do hope Sega 
will correct the size of the basket- 
ball—it looks more like a beach 
ball! In the-two-player mode, fouls 
cannot be initiated, even by the 
most desperate player. Although 
there is a method for stopping a 
slam dunk, there is none for block- | 
ing a jump shot. Finally, there 
should be a toggle for the music, without 
disturbing the sound effects. If these areas 
are addressed before the final release, Pat 
Riley's Slammin’ Jammin’ Basketball will 
stand alone in the marketplace, threatening 
the supremacy of the arcades! 

—Frank Eva 
Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(800) USA-SEGA 
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Sporting one of the 
longest names in video- 
game history, Pat Riley's 
Slammin’ Jammin’ Basket- 
ball, for the is a 
masterpiece filled with 
slam dunks, shot blocking 
and even time-outs. 
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NEC HOME ELECTRONICS 
For the TurboGrafx-16 ($54.00) 

Long ago, in a place 
called Neutopia, the peo- 
ple of the land worshiped 
at a sacred shrine con- 
taining eight holy medal- 
lions. But the evil Dirth, 
liking peace about as much as he liked hav- 
ing boils on his bum, captured the beautiful 
princess Raran and the eight medallions, 
leaving Neutopia in an uproar. Now it's up to 
the hero, Jazeta, to successfully rescue the 
princess and return the eight holy medal- 
lions to the shrine. 

They say that imitation is the sincerest 
form of flattery. Іп many ways, that's proba- 
bly true. At least, no one wants to imitate 


Sound & Music 7 


Graphics 
Playability 
Overall 





someone or something that isn't кезду 
successful. One has to wonder, however, 
how Nintendo is going to feel when they get 
a look at NEC's latest adventure game, Neu- 
topia, a virtual clone of Nintendo's own The 
Legend of Zelda. 

In all fairness, Neutopia is not exactly 
Zelda, but rather Zelda rearranged. Still, the 
number of similarities between the games 
leaves no doubt what the authors had in 
mind when they started programming. 

Everything is here: the overworld 
(although it's not called the overworld), 
which you explore looking for special items 
and battling monsters; secret entrances, 
which you find by blasting walls with 
bombs, by shoving stones or by burning 
trees; and secret rooms, in which you get 
clues to the game's solution as well as buy 
important items such as bombs and 
medicine. Yep. This is Zelda all right. (Not 
that I'm complaining.) 

Here also are the underground labyrinths, 
in which you move from room to room in 
search of special items. The goal of each 
underground labyrinth is to 
| find and defeat the boss 
enemy in order to obtain 
| one of the eight medallions 
| (Neutopia's version of 
Zelda's Triforce). 

While in the labyrinth a 
compass helps you navi- 
gate, and a crystal globe 
provides a map of most of 
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jack and Ready for ACtiov/! 
Our hero Lolo haScharmed, enchanted, and confounded р zzje-loving game player 
around the world witMPhis unfailing courage and plucky persisténce-and now he's off for 
his second quest! Join fortes with Lolo and his faithful sidekiCk Lala for anotherjourney 
full of puzzles and pitfalls. Praisecd-by- players, critics-arid educators alike, theLolo series 
. teaches ogicai thinking and patience without sacrificing the fun! Imp 9véd graphics, , 
< increased difficulty, and new tricks and techniques will keep you guessing through evep 
Yun-filled momenmA game for mental giants of all ages. Available-March, 1990. f 
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the rooms in the labyrinth. 
These items parallel 
Zelda's compass and map, 
respectively. Other special 
items include the magic 
stick, which allows you to | 
shoot balls of fire; the В 
Shoes of the Falcon, 
which increase your run- 
ning speed; luminous 
moss, which provides light; the | 
magic ring, which transforms mon- 
sters into weaker adversaries; and 
keys, which provide access to a 
boss enemy's room. 

Anyone who has played The 
Legend of Zelda will feel more than 
déjà vu when they get into Neu- |] 
topia. Still, it's a wonderful game, [ТТ 
which, though not exactly original | 


ЗНАНИЕ 
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sensational graphics and pleasing 
sound effects—very much a ‘90s version of 
The Legend of Zelda, the most popular NES 
game of all time. 

If the TurboGrafx-16 is your first game 
machine, don't miss Neutopia. If you've 
already played The Legend of Zelda, you 
may want to consider whether you want 
more of the same. Chances are that you do. 

—Clayton Walnum 
NEC Technologies 
1255 Michael Drive 
Wood Dale, IL 60191-1094 
(312) 860-9500 


Slap Shot 
SEGA 
For the Sega Master System ($29.95) 


Slap Shot, a new 
sports simulation from 
Sega, gives you a chance 
to take to the ice and win 
the hockey  champi- 
А onships. Whether уои 
choose to lace ‘em up in a tournament 
against the computer or face off with a hu- 
man or computer opponent in an exhibition 
game, the action is fast and furious. So furi- 
ous, in fact, that you may end up cooling 
your heels in the penalty box | 
for roughing up an opponent. 

In an exhibition game, you 
pick from three leagues, each 
ranked A, B, or C according to |? 
difficulty. Once you've chosen | 
a league, you can compare | 
the relative strengths of the 
teams within the league. Each 
team is tiered for power, 
speed and balance, with A be- 
ing the cream of the crop and 


RATINGS: 


Sound & Music 5 
| Graphics 6 


Playability 6 
Overall 6 
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NEC's Neu- 
topia, for the 
TurboGrafx- 

6, is a not- 
to-be-missed 
adventure in 
the vein of the 
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Slap Shof, 
System, is a fast 
and furious hockey 
simulator featuring 
high-speed tourna- 





C the crud. This ranking system allows 
players to compete fairly against lesser 
skilled opponents. 

In a tournament, which may be up to 
three games, the human player chooses his 
league and team. The computer selects the 
opponents. Unfortunately, Slap Shot doesn't 
provide a two-player tournament option. 

Once the puck is dropped, game control 
varies depending on whether you're playing 
offense or defense. In the offensive mode, 
the player with the puck is identified by an 
arrow. You control the player's movement 
with the arrow pad, while Button 2 passes 
the puck and Button 1 shoots for à goal. 

In the defensive mode, the player you 
control is also identified with an arrow and 
maneuvered with the arrow pad. Now, how- 
ever, Button 2 allows you to switch the ar- 
row, and thus switch control, from one play- 
er to another. Once the goaltender appears 
on the screen, the arrow pad controls him as 
he attempts to block the opponent's shots. 

If one of your team members gets a little 
too aggressive, you may find yourself in a 
slugfest. When fighting, punch as fast as you 
can. It's not the instigator that gets banished 
to the penalty box, but rather the player who 
lands the least punches. 

Generally, Slap Shot offers little innova- 
tion to differentiate it from other video-game 
hockey simulations. The graphics and sound 
are acceptable, though nothing special. A 
glitch in the game occasionally leaves small 
blocks of graphic garbage on the screen. 
Although the blocks don't interfere with 
game play, one has to wonder why the prob- 
lem wasn't corrected. 

When the action picks up, it becomes ex- 
tremely difficult to keep track of the puck. 
Worse, if you don't choose the teams care- 





fully, you'll end up with two teams whose 
uniforms are so close in color it's almost im- 
possible to tell them apart. 

The verdict? If you already have a hockey 
simulation in your collection, | doubt you'll 
find anything different here. But if your hock- 
ey quota has yet to be filled, Slap Shot won't 
leave you skating on thin ice. 

—C. W. 


Sega of America 

573 Forbes Blvd. 

South San Francisco, CA 94080 
(415) 742-9300 
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The pinball game of tbe '50s meets gta RUNI 
of tbe '90s! ROLLERBALL brings 
you two exciting new games in one. 
SKYSCRAPER—A four-screen, vertical- 
scrolling pinball tour-de-force guaranteed 
to challenge any player, beginner or pinball 
wizard! MATCHPLAY—Fast-paced bead-to- 
bead competition with a few twists you've 
never seen before! The electronic pinball 
game with true pinball flipper feel and ball 
action! Tbe only thing it wont do is TILT! 
= = mom 










Watch for our games at tbe 
нагана шшш Nintendo World ips. 
— г Am j Soon to be in a city near you. 
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Ghostbusters 


SEGA 
For the Sega Genesis ($49.95) 
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| to-reach rooms. These arma- 
ments help you survive by al- 
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For Genesis owners, 
RATINGS: Genesis owners 


Sound & Music 8 get any better than this. 


Yes, Sega is releasing 
Ghostbusters for the 
| Genesis. No, it's not the 
familiar (and lackluster) Ghostbusters game 
already available for the NES, the SMS, the 
Atari 7800/2600 and a half dozen other game 
and computer systems. Nor is it based on 
Activision's Ghostbusters Il. This is a totally 
new game, and happily, it's a real winner. 
The graphics are delightful, the plentiful mu- 
sic is truly arcade quality and the game play 
is addictive and complex. 

You kick off by selecting a difficulty level 
from the option screen (easy, normal or 
hard). From that point you choose which of 
the characters you want to play: Peter, 
Raymond or Egon. The faces are marvelous 
caricatures of the actors who played the re- 
spective roles: Egon is the spitting image of 
Harold Ramis, Raymond is Dan Ackroyd, and 
Peter is Bill Murray. Depending on the situa- 
tion, the personalities take on some hilarious 
animated expressions. 

You then decide which of four locations 
to investigate: a small home, an apartment 
building, a mansion or a skyscraper. Each lo- 
cation is progressively larger and more diffi- 
cult, but the fee for ridding the location of its 
unwanted spirits is steeper for more difficult 
missions. Clean up all four locations, and 
you'll proceed to the fifth, most daunting 
mission: the haunted castle, the source of all 


Graphics 
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Among the 
many movie 
licenses that 
Sega is devel- 
oping for the 
16-bit Gene- 
sis, Ghost- 
busters is the 
first to appear 


the ghosts and demons. Е тиш шш = И 


Before you enter each 
location, you can visit ei- 
ther of two shops: a 
weapons shop or an item 
shop. Particular weapons 
(with unlimited ammo) 
are required for dealing 
with certain ghosts, par- 
ticularly thé - "boss" 
ghosts found in tough- 
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M invisible ghosts or providing 
f nourishment so that your life 
А meter doesn't run out (three 
lives per game; you can con- 
tinue, but you lose some of 
EE your money). The weapons 
are expensive, requiring 
more than you can make 
from your fees, but each 
building also has a number 
of safes scattered around. If, 
- during your work, 
you happen to blow 
| up a safe and sock 
| away its contents, 
| well, that's your pre- 
rogative. Some of 
the safes are booby- 
trapped, requiring 
you to run a short 
distance before the 
trap detonates. 
SING Tracking your 
progress through each building is accom- 
plished with the aid of the START button, 
which pauses your game and progresses to 
a supplemental screen. With this screen, you 
can easily assess the building's size, the 
room schematics and which rooms you've 
already visited. You can also utilize different 
weapons and items from your stock on this 
sub screen. 

The ghosts come in dozens of shapes and 
sizes. Because this is a game about haunted 
houses, you'll find that simple objects often 
have lives of their own. The silverware takes 
kamikaze dives at you, the tablecloths at- 
tempt to engulf you, the chandeliers try to 
crush you. And there are plenty of garden- 
variety slimers and spirits, as well as beauti- 
fully animated bosses such as the enormous 
Sta-Puft Marshmallow Man, who flinches 
comically with each hit. 

This is the best run-jump-shoot game 
available yet for Genesis, plus it also has a 
terrific sense of humor. The music is atmo- 
spheric, with authentic Ghostbusters 
melodies interwoven with creepy organs 
and violins. The graphic detail is superb 
(check out the melting and falling ice se- 
quence). Furthermore, while the strategies 
are not terribly difficult, the variety of scenes 
and situations will have you playing certain 
sequences over and over for plain enjoy- 
ment. This game is tremendous fun, not only 
to play, but to watch. 

—Joshua Mandel 
sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(415) 742-9300 
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eel the raw power of the mighty dragon 
J surging beneath you as the wind beats 
against your face. Your hand trembles, not 
from the heft of your dragonlance, but from 
anticipation of the battle that is to come. The 
air screams with the fury of enemy dragons 
and creatures — even flying citadels! 

This is DRAGONSTRIKE, where the deadly 

skies above the AD&D” DRAGONLANCE 
game world of Krynn explode before your 


The FIKST-EVEK dragon 
combat simulator! 


very eyes. The realistic first-person viewpoint 
propels you into a detailed, fully animated, 
3-dimensional world of incredible action 
and excitement! 

Learn to fly dragons and master over 20 
different missions. Receive magic items 
along the way — you re going to need them! 
Dragon fangs, talons and deadly breath 
weapons are just a few of the dangers you'll 
face in the fierce heat of dragon combat! 

To the skies brave knight — and victory! 

















To order: э 
visit your — 
retailer or call: ` 
1-800-245-4525 — 
to charge on ] 
VISA or MasterCard. 


To receive SSI's complete product ` 
catalog, send $1.00 to: | 
SSI, 675 Almanor Avenue, 
Sunnyvale, CA 94086. 





ADVANCED DUNGEONS A DRAGONS, ADD. | 

DRAGOMLANCE. and the TSA logo am 
tradere qund Dy and 15И] unoer 
se m TSA, inc 


©1990 TSA ine 
1990 Зее батчу. inc 
AD righty reserved 


continued from page 38 


there are an awful lot of semifinalists. 
The kids in the 10-&-under age group, 
most of them wearing their 
“OFFICIAL SEMI-FINALIST" 
shirts, stand in two lines that stretch 
from the competition arena all the way 
to the other end of the building, where 
the Super Stage is located. Surprisingly, 
within the next half hour all the 
semifinalists in both lines are 
processed, Efficiency has played a big 
part in the NWC organization during 
these past four days. 

Another half hour later, Howard 
Phillips goes on stage. After that, the 
seven top-scoring semifinalists come on 
stage, where Phillips gets their names 
and asks if they have any triathlon 
game hints and 
tips to offer. 
“Practice Tetris,” 
“Go fast on Rad 
Racer,” and “Get 
50 coins on Super 
Mario Bros., fast,” 
summarizes their 
words of wisdom. 

The announcer 
takes over, and E- 
once the semifinalists take their places 
at their game stations, the competition 
starts. These few minutes are /ense, 
since the kids plaving are all very good. 
The audience crowds toward the stage, 
anxiously watching. They cheer when 
the first players complete the first part 
of the triathlon, Super Marto Bros., 
reacting the same way when they finish 
the Rad Racer portion, 

The most excruciating moment 
comes when all the competitors are 
playing Tetris. This is when luck comes 
into play—the factor that will 
determine who the top two will be. 
The scores for all the players are very 
close to one another. 

Once the time limit on the triathlon 
game paks simultaneously goes up, 
NWC roadies in blue jumpsuits 
carefully record the final scores and 
determine the top two placers. The two 
boys who place are cheered on by their 
families, friends and people in the 
audience, and the announcer has now 
become slightly hysterical. Those who 
didn't place are given autographed 
copies of Super Mario Bros. 3 and 
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commended by Howard Phillips for 
playing well. 

After a 3-minute rest period, the last 
two semifinalists begin the one-on-one 
tournament. The audience watches 
intently as camcorders and news 
cameras record the showdown. The 
announcer yells out “Whew!” several 
times while giving his play-by-play. 

In the end, the winner, Peter Carter, 
is seen on one of the two giant 
screens—with a score of 280,190, much 
lower than previous points earned (the 
overall record was over 840,000). The 
audience cheers. His photo ts taken 
with Howard Phillips, who presents 
him a golden trophy. A representative 
from U.S. Video Tel (a local area 
telecommunications service) gives him 
a check the size of 
a flying carpet for 
$3333.33. His 
parents get a car, 
and what's more, 
he gets to skip 
school and go to 
Orlando, Florida, 
to compete in the 
finals competition 
| ШШЕ chis fall. When 
asked how he feels, Peter says he 
couldn't sleep last night because he was 
too excited, and it looks like he won't 
be getting much sleep tonight either. 

After the celebration ends, the 
audience reduces in size somewhat for 
the upcoming semifinalist competition 
for the 11-17 age category . Like their 
predecessors, these young men are 
submitted to a similar questioning 
procedure by Phillips. 

Howard Phillips wishes the last 
seven top-scoring semifinalists of the 
11-17 age group good luck—1 wonder if 
they'll need it—and the announcer 
returns to the microphone. 

“Get vour hands on your 
controllers, and assume a comfortable 
position,” he advises the young men. 
Except for the high-scorer, who gets 
the throne, there are no chairs 
provided for the other six competitors 
to sit on while they play. And so the 
final contestants crouch down for their 
supreme battle. 

"Let's play some Nin-tendo\” 
proclaims the announcer, and the 


competition begins. 2 
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TOMMY LASORDA BASEBALL Review the stats and 
coaching reports to select your line-up. Pick a pitcher with the stuff to face the 
opposing batters. Select pitches. Change them mid-pitch. Bunt or swing away. 
Shift your fielders. Put in a pinch hitter. Or change your rotation between games. 
If you can think of it, you can do it. 








PAT RILEY’S SLAMMIN’ AND JAMMIN’ BASKETBALL 
Check the stats and pick your players. Run the fast break or half-court offense. 
Defend with man-to-man or zone. Hit the three-pointer, shoot a jumper, drive 
the lane or baseline. Slam dunk straight on, from the side or backwards. Block 
shots or shoot free-throws. With this game, it's all your call. 

Imagine setting your defense like Tommy Lasorda, pulling off a full court 
press like Pat Riley, or playing the wind to cut the dogleg like Arnold Palmer. 

Only Genesis” captures the realism of professional sports. With high 
definition graphics and three-dimensional figures that look, move 
and feel = the es inis d "n l6-bit power реви increases 5 the 
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ARNOLD PALMER TOURNAMENT GOLF ™ choose 
an open or closed stance to create a hook or slice around the dogleg in the 
fairway. There's a practice mode to get it down perfect. Select your swing for the 
sand trap or approach shots. Check the wind direction and velocity. It will affect 
your shot. 


WORLD CHAMPIONSHIP SOCCER" Pick players from 
the world's best teams. Check their stats and choose your starting team. Take 
the field and institute all the traditional set plays. Make corner kicks. And watch 
your goalie from behind the net as you direct him to make spectacular plays. 
Watch out for offsides. The refs are tough. 


depth and quality of play beyond the capability of any 8-bit system. But, then, 
when you remember that it comes from Sega? the ` SEGA. 
master of arcade entertainment, YOU zg 
might just say you knew that's the "MP RR | — — —_ _ 
way it would be all along. it’s a whole new baligame. 
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s children, many of us often waited anxiously to 






watch the Batman television show, a 605 version 
of the longtime comic book. However, true 
veteran aficionados felt violated by the almost 
slapstick characterizations of the small-screen 
interpretation, 

As an overdue tribute to Bob Капе 5 original Caped 
Crusader, who was quite a bit more vicious in his dealings 
with criminals than I V's Batman, announcements were made 
regarding the creation of a Batman movie. Most old-time tans 
rejoiced at the release of Warner Bros.” 1989 Batman, starring 
Michael Keaton in the title role and Jack Nicholson as the 
dastardly Joker. 

Now Sunsoft has brought us a Nintendo Entertainment 
System rendition of Batman, based on the recent movie, and 
the version passes with flying colors. (See the March 1990 
issue of VG&CE for more details.) And to help vou out of the 
tough jams you may have found yourself in, we present you 
with a two-part guide to Sunsoft’s Batman, because there are 
тапу spots where vou may find Gotham City’s winged 
warrior hung up. 

First, a disclaimer: Иле this. strategy guide may he of 
substantial help to a player in need, looking at too many of these 
hints may ruin some of the game’s many surprises. Please use this 
guide with discretion. 
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illustration by Alan Hunter 








THE BATMAN STRAT GY GUIDE 


F by Andy Eddy, Donn Nauert and Bissy Eddy 


STAGE 1-1 
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This easy level is a good place to This is a good place to practice 
acquire some weapons for later. If you Batman's wall-clinging ability. 


go forward rather than backtrack, 
you'll get any of the same 
characters—and a chance for more 
icons. 


After your first time through, it'll be 
obvious, but the Mobile Trackers that 
patrol this section speed up when you 
get on their level. Time your attack 
accordingly. 


Get ready, because you'll meet another 
Enforcer here. 


STAGE 1-2 


= Se = 


After you defeat the last Mobile 
Tracker, you'll meet the Enforcer, a 
hovering annoyance that is easily 
dispatched. Crouch behind the pillar, 
load up with the Dirk and, right before 
he fires, shoot him from your squat 


When you get here, you have the 
choice of facing the Heatwaves or 
climbing this corridor. To get through 


This is the first appearance of the this section, you'll need to have 
Mobile Home Tracker. (No, it isn't a way mastered Batman's clinging abilities. 
to find cheap housing.) When you get Otherwise you'll drop down and likely 
close enough, this mechanism will roll face a slew of baddies when you hit 
toward you and explode. Simply jump the floor. 


over it (if you have headroom), or leap 
backward to avoid it. 
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Before you drop here, load up with your 
spear gun. 


When you hit bottom, you'll notice a 
guard leaning on the wall. Make sure 
you have headroom to jump up, 
because he'll be rushing you in a 
second. When he stops his charge at 
the right, plug him with your spear gun. 
(it'll take a few shots to finish him off.) 
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* Some long leaps require you to 
drop off the edge of a platform, grab on 
to the side of the platform as you fall 
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STAGE 2-1 
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When you get here, you'll face the 
added danger of “gluk,” the chemical 
residue in this area that drips down 
from above. And, no, a Bat hat won't 
help you. 


STAGE 2-2 


From here on in, you'll have to restrain 
your jumps. Otherwise you'll risk 
banging your head on the electrical 
circuitry. 








| E | et This is the first opportunity to test the 
IEF “drop, grab and jump" move. М you 
| don't use this procedure you will be 


dumped in the gluk and damaged. 


Again, use’ the drop, grab and jump 
here. - 
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Yet another opportunity for the drop- 
grab-and-jump move. This one will 


keep Batman from getting a shocking 
headache. 


Here's the intense maze of electricity 
that you have to wind Batman through. 
Though it's easy to see here, when 
you're looking at one screen-size 
image, it's hard to tell which way to go. 
Again, contact with the electricity will 
damage you. Getting through here is 
simply a matter of zigzagging back and 
forth between wall and platform. 
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if you get right at the edge and push 
left, Batman will fall between the gears . 
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ЅТАСЕ 2-3 re 


This is the first appearance of the Drop 
Claw, and believe it or not, it can be a 
friend. If you get under it, just to the 
left or right, you can punch its bombs, 
turning them into icons. This is a great 
way to recharge your supplies. 
Furthermore, if three bombs-turned- 
icons are left on the floor, the Drop 
Claw won't throw anything else until 
the icons disappear, which will happen 
if they sit for too long. This break will 
give you a chance for a clean getaway. 
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There are two paths here. To take the 
“high road," you have to drop, grab and 
jump left off the platform. There's no 
way back ир here if you fall all the way 
down, but there's little difference in 
terrain anyway. | 
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Kwirk’s in a bit of a stew. His main squeeze, Tammy, 
has been trapped, and Kwirk's the only truckin' Tomato 
with a chance to rescue her. With 
Kwirk, you'll move bunches of 






: = bets of de 
x = and mash 
== through many 

a maze. 

And just em one labyrinth 
seemstobe licked...an eventrickier 
one appears. 

So put оп your shades, get your 
thinker in gear and | join the a-maze- 
ing Kwirk in 
his quest to 
solve this 
puzzling 
predicament. 
And remember, Tammy's only got one 
hope...you! 

Coming soon for Game Boy: WIZARDS 
AND WARRIORS X: FORTRESS OF FEAR — 
a brand new adventure with Kuros;" the 
gallant knight warrior; and WWF SUPER- 
STARS featuring Hulk Hogan;" the 
Ultimate Warrior" and more in the best 
of WWF wrestling action. 
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CIRCLE #131 ON READER SERVICE CARD. 
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Blast enemies 
with front-end 
lasers and rear- 
firing missiles. 





"ола 
speed, damage, 
fuel, weapons 
and more. 
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SPACEFLIGHT SIMULATION WITH ENTERTAINMENT 





ênierliliäinment i 
ARCADE-STYLE ACTION! ——— of the Game 
n Earthstar. " Masters of the Game " and Acclaim re trodemarks of Acclaim Entertainment. inc. Nintendo" Nintenda Entertainment Sv 
Í Nintendo of America Inc. © 1989 Acclaim Entericinme: 
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WARNING: If you already own Faxanadu, we suggest you play it before reading the 
information presented here. Premature scrutiny of our maps may decrease your enjoyment of 
the game. However, if vou haven't yet purchased Faxanadu, you may browse through this 
article in order to decide if the game is something you'd enjoy. It's unlikely you 'Il remember 
many of the clues once you do start to play. 


This month, as promised, we bring you the second half of Nintendo's sensational adventure 
game Аахалааи. И you've been practicing your swordsmanship, you'll find that in this 
section of the game the greatest challenge lies not in battling monsters, but in navigating 
through the many branches of the World Tree and the complicated labyrinths found inside the 
castles. The mazes notwithstanding, chances are you'll find the second half of Faxanadu 
easier to complete than the first—if for no other reason than once you get the "A" key, you 
won t have to deal with that horrible World of Mist. Besides the captions shown on the 
following maps, little needs to be said about this half of the game. So what are we sitting 
around for? 
Let's get cracking! 
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STRIP 22 Move left to get to Strip 24, 


e ery 75.4 Um HC 


И um 





This door, which opens with 
a "K" key, leads to Strip 23. 


mH AT ЭМ to leave the mist world and 


You need winged boots to Get the "A" key here. Watch 
get to the room above this out for the poison bottle on 
one. Exit left to the town of the left. 

Victim. 













When you kil! them, the 

creatures here turn into 
mm». bread, which will boost your 
STRIP 26: life energy. / 
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You need a ae кх to c 
this door, which leads 


Strip 32. 
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STRIP 23 






if there was anything 
valuable in this short castle, 
we didn't find it. 


lis. а STRIP 24 


c ба Lr if you defeat all the enemies 
NNNM"  '* here, you may get a free pair 
E. «| of winged boots. 







You need a "K" key to get 
into this castle, the inside of 
which is shown in Strip 25. 





To kill this horrible creature, 





| | T stand on the small rock on 
¥ | ЖЕ ШЕЕ | | yl Е the left-hand side of the 
= OUD Ооо Ба БЕ 18 [sp se гот. When the creature 


him in the face with your 
sword. It'll take quite a few 

hits to do the job, so be 
ST ons -— x patient. Be ready with red 
„Өх nog tel 3 T potions. When this monster 
= ey. Beyo ap a hits you, he takes away a lot 
EL. б агер ает 726, of energy. When the battle is 
| over, you'll get the black 
Exit here to get to the onyx, which will help protect 
branch town of Conflate. you from attack. 
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STRIP 27: CONFLATE 


bottle! 





in the town of Conflate you 
can acquire a slew of new 
clues and buy supplies 
including the glant blade, 
the magic shield, the winged 
boots and the red potion. 
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This door leads back to Strip 27. Annihilate all enemies in If you fall through the break 
this area, and you may in the branch, you wind up 
receive a jar of ointment for in the area shown in Strip 29. 
your troubles. 


STRIP 29: 
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/ This doorway leads to the 
You'll find an hourglass here. Jump over this poison bottie. bottom left door on Strip 30. 
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STRIP 30 


Take this door to Strip 28. 


At the top of this ladder, 
locate the magical rod. 
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Exit here to Strip 29. hole. Even though there's a the ledge, and keep swing- - 
| ladder here, getting back up ing your weapon. Once you 1 x, 
is difficult, thanks to the | defeat this enemy, you'll be ды 1 
swordsman waiting at the top. : awarded the battle sta, =“ 


ED 


STRIP 31: DAY BREAK 
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To beat this munching 

medala, apad the right. Exit here to return to Strip 31. 
When he approaches, jump 

and hit him In the face. It 

takes careful timing to get 

the job done, but once this 

guy's dead, you'll get the 

battle helmet. 
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enemies. Use magic to shoot 


endless stream of airborne 
the nests down. 
2 
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These nests produce an 
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Approach this castle after 
locating the Dragon Slayer 
sword, and you'll get the 
Demon Ring, which will 
unlock the final door. 
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Nothing but trouble exists in 


this castle. 
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This corridor continues for- 


ever, repeating the same 


rooms over and over. 





STRIP 34 





k 


tant clue. 


т O ag i 
AL МА Т 
ПИ « IMU ГУ o $ d $t 
- "EIU To P. e = = 9 52 
E 31 
5 е 2 Е "s. 2 t2? 
Е а 5%. Ry "oi 
;o 7 8 i » $ 0*5» 
; M 9 i : Aat 
o D | z n Б 
S\N зб = Ff Ес Ta F 
A 2 IN 5 
: Ф M = 
: : 
5 


STRIP 36 
Strip 34. 
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To enter this castle, you 
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Here you must battle the 
king of the dwarfs, who has 
been changed into a dragon 
by the Evil One. This is a 
tough battle, so bring lots of 
red potion with you. When 
the king lies dead, Dragon 
Slayer will be yours. 
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FINAL 


Faxanadu's final level is a 


MAZE 


confusing labyrinth in which 


rooms do not always lead where you'd logically expect them 
to. Although it's possible to sketch a map of this area (as 
you must, if you want to be sure you've tried all the exits), 
it'll be a confusing job to say the least. 
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1 
Laur ^ 
You will face many of the 
dangerous monsters from 
your previous quests, includ- 
ing the giant snake... 
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When you find the rooms 
containing the creature 
nests, you'll be near your 
final goal. 
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You begin the final search 
for the Evil One in this room. 





Some rooms in this йй: 
ing maze contain not only 

poison bottles, but also lad- 
ders that at first seem inac- 
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Watch out for rooms harbor- 
ing creatures like the one 
shown here—they drop boul- 
ders on your head. 


In the last room you'll have 
to defeat the Evil One him- 
self. If you're fully powered- 
up, this creature is not too 
hard to beat. Good luck! 


Tips are graded on a scale 
of one to five joysticks. The ` Here's a key to the 
abbreviations: 


more joysticks shown, the 
more valuable the hint! 


Hey, gamers! We're looking 
for all sorts of secrets that 
you've discovered in your 
games, and we're willing to 
pay for them. If you've found | 
continues, special modes or 3 é - “A” button 
sound tests that you want to EU "s _ "n | 
pass along, send them to | B" button 
VG&CE, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 
90210, Attn: Easter Egg Hunt. 
The author of each new tip 
we use will receive $10. Write 
neatly, and be sure to include 
your name and address! 
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DOUBLE DRAGON II 


(Acclaim for the NES) 
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How would you like to play through this game with a lot of extra men and 
points? If you would, then first select the two-player Game B mode. You'll notice 
that every time you kill the other player, you're awarded an extra man. If you take 
turns bashing each other, you'll rack up a lot of extra points as well. 


| 5 Joysticks 

One the best finds so far this year comes from 
К. Stewart of Cleveland, Ohio. 

To continue on Missions 1-3, when "Game 
Over" appears on the screen press U, R, D, L, A, 
B, then START. Now you'll have the option of 
starting a new game or continuing. 


5 Joysticks 
For Missions 4-6, try pushing U, D, L, R, B, A, 
| A, then START when “Game Over" is 
on the screen, in order to get the continue prompt. 


Golen 
SELECT PLEYER Axe 


(Sega for the Genesis) 
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Keith Frost of Avenal, 
California, sent in a level 





select for this great * в 

adventure game. To initiate 

the trick, during the 

character-select screen, hold Ф 
| the О and L, then press В and 

START at the same time. 
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GET THE GAME TITLE THAT BRINGS. 
«ВАТМАН INTO YOUR LIVING ROOM. 
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The CAPED CRUSADER" is back, a 
you've never seen him before 
If the stark reality and explosive асиоп the 


movie BATMAN left you screaming jg? 
Кошен ou ve boen ш 








GOTHAM cary to the m 
of the city underworld ДИ ЮП! to life 
with graphic magic. et BATMAN 
today at your favorite dealer now. 
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Hot News for Hot Shots! 

Get the inside track on Sunsoft games in the 
FREE Sunsoft Game Time News. 

Name — 


Address ы د‎ = = 
State = 


р 


City_ 
Mail to: Sunsoft, Р.О. Box 2390, Libertyville, IL. 60198 VGI 





Revenge Of Shinobi 
ee? for the Genesis) 

We've received a lot of letters about the 2-Ups in this fantastic Genesis 
game. On level 3-2, go to the second elevator and locate the crates that 
are in the middle of the screen (on the second level). Then shoot the 
bottom-left crate until the bonus $. 

On Level 4-2 you can find the 2-Up at the start of the section, next fo the 
conveyer belt. You'll need to do а somersault to throw the eight shuriken 
needed to se the 2-Up. To get the icon, you'll have to jump to your 
death. But in cases, if you purposely kill yourself and repeat the level, 

can slowly build up your extra men. S Kevin Knox of Dearborn, 
M. мна Deren c DANG New York, were the first to gef | 
these Faster Eggs to us. Thanks, guys.) 


ds dal 
rely Гарч Ј 
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(NEC for the TurboGrafx-16) <a 
$797 
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David Chen of Bloomfield Hills, Michigan, found four | 
ways to make this game more exciting. You must first 


achieve the high score and input one of these initials: .LK, г Your #1 Sega Genesis Dealer 
.AS, .HU or .SD. Once you've selected the initials, allow 
; ith J | Call for Latest Genesis Titles 
the continue game timer to run out. Then during the title | А 
aie Ы < Alex Kidd Enchanted Rambo 111 $4495 Tommy Lasorda 
screen, press and hold L,1, 2, SELECT and you'll be Castle $3995 Revenge Baseball $54 95 
= í Crackdown $44.95 of Shinob $54.95  Truxton $49.95 
ready for action. E Swat $37.95 Soccer $3995 Zoom $39 95 
à реки mm Forgotten Worlds $49.95 Harrier | $44.95 Accessories 
Here's what the different initial sets do: Ghouls 'N Ghosts $49.95 Roar Basketball $4405 Via — 
B © | EM. 2 iim m p e ES : a пары Golden Axe $54.95 Super On $4495 Monitor Cable $12.95 
.L.K—Press in the direction of your opponent and select Golf $4995 тна uo Control Pad $10 95 
x ‚ "uem nuce Pee | -—— < un Las Herzog ёзге! $39 95 Grand Prix $4495  Powerbase 
to do a fireball; press away from your opponent and select pg n $3095 Super Ех $34.95 


Phantasy Star | $69.95 Thunder Force ll $44.95 Power Stick $44 95 


/SEGA\ 


| Turn your old Cartridges into CASH! 


Your Cartridges are worth more with us! 


to do the Hurricane kick; press diagonally down, left or Mystic Defender $49.95 — Thunderbiade $44.95 Arcade 
| right (toward your opponent) to do an uppercut. 
.AS—After picking your country, you can now select 
the stage you want to start from. 
| .HU—Gives you seven credits. 
| .5D—Allows you to do all of the above. 


We will pay more for your Nintendo Cartridges than any other firm. We also buy 

back Sega Genesis Cartridges. Call for a price quite or send your cartridges with or 

without boxes/instructions. Enclose a copy of any catalog! price list if yo. can find 

any better prices. We will pay at least $1.00 more for each cartridge. We will 
| subtract $2.00 for missing boxes and $1.00 for missing instructions. We reserve the 
fright to refuse any order or purchase. Nintendo is a trademark of Nintendo of 
[ America, Inc. Sega is a registered trademark of Sega of America, Inc 


Call (209) 438-4263 


ЭДЕ roa m vi Send Check or Money Order. For 
BRE Software Dept. vG Shipping & Handling add $4.00 for 1-2 


352 W. Bedford Ave, Suite 104 titles, $5.00 for 3 or more titles. Calif 
Fresno, CA 93711 Residents add 6.75% tax. All prices are 
FAX (209) 432-2599 subject to change without notice 
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CIRCLE #132 ON READER SERVICE CARD. 
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GET THE TITLE THAT JUST 
„MIGHT DRIVE YOU CRAZY! 


You rang. 
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Fester's Quest” takes the skelet 
of the closet for a trip to outer “се 
| "space games" are your thing, here's 8 Spaciest 













one yet! With Lurch, Pugsley, Thing ag id the rest of 
the Addams crew at his side, Опсег leads 
the way in the wildest, wackigaifamen shoot 






'em-up ever! The action isaf ic, the graphics 
explosive, and the story#$ Quaranteed to 
leave you howling. Sf find out for your- 

self how much fu Going crazy can 

be. Get “Festers Quest.’ At your 

favorite dealér now! 









Hot News for Hot Shots! 
Get the inside track on Sunsoft games in the 
FREE Sunsoft Game Time News. 


THE "E 
TITLEHOLDER! ‘a bern 


Address 






Sunsolt" and Fester s Quest " are trademarks {Sun Corporation of America. Characters iu Festers Duest * are licensed 


from Barbare Artists. inc. Television rights for Festers 7 - ld arê | censed from Orion Teley Sion. Ink Nintendo y | City State Zip 
Nintendo Entertainment System" are trademarks of Nintendo | America. Inc с 1989 Sun Corporation of America 






Mail to: Sunsoft, Р.О. Box 2390, Libertyville, IL. 60198 














e PLAY SINGLES, OR DOUBLES WITH 
LENDL OR EVERT AS YOUR PARTNER 

e PLAY 4 MAJOR TOURNAMENTS TO 
WIN THE GRAND SLAM TITLE 

è TOTAL BALL CONTROL, WITH SPINS 
AND THE “MIRACLE SHOT" 

è GET ADVICE FROM LENDL AND EVERT 
AS YOU PLAY 

e CREATE YOUR OWN PLAYER PROFILE 

e 1M« 1M ROM MEMORY 
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NEVER JUDGE 
A WARRIOR BY HS COVER 


| oure, maybe on the outside, 
|j Boomer is cute and a bit on the 
pink side. But on the inside, he's 
all fight. Boomer is the last 
warrior left in Asmik World. 

Defore Boomer can defeat 
the dark lord Zoozoon in his 
tower, Boomer needs to dig up 
an assortment of buried wea- 
pons and destroy Zoonzoon's 
| mutant guards. But if Boomer 
cannot find the key to the 8 
different worlds of the tower, he 
will never battle Zoonzoon for 
control of Asmik World. Time 
is running out. They need your 
| help now 





In mid-March, Chicago played 
host to the ACME (American Coin 
Machine Expo) show. While the 
weather in Chicago is usually cold 
and windy, the gods smiled on the 
exhibitors and attendees alike with 
unseasonably balmy 
temperatures—and the action inside 
the Hyatt Regency was equally hot. 

VG&CE attended ACME and 
delivers the goods on what was new, 
what was old, what was hot and 
what was not. Here's a report on 
what we saw there and what you 
might be seeing at your local arcade: 


American Sammy 


DJ Boy—Wolfman Jack voices his 
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IN CHICAGO 





by ANDY EDDY 


encouragement and discouragement 
as you battle all forms of enemies. 
Sounds like every other punch-and- 
kick video game, right? Well, this 
colorful, cartoonlike game is different 
because it's Double Dragon on roller 
skates. 

Task Force Harrier—This one- or 
two-player shooter puts you behind 
the stick of the versatile Harrier 
Jump Jet. Filled with tons of 
explosions over various, vivid 
landscapes, you'll have your hands 
full trying to survive. 

Dream 9—American Sammy 1$ 
hot in Japan with its lottery 
machines, and it's testing the 
response of the American market to 


this game—except that no prizes are 
at stake. 


American Technos 

WWF Superstars—Providing the 
best of the wrestling world, Hulk 
Hogan, for example, this one's still 
popular, even though it's been out 
for a while. 

Block Out—Also a veteran 
machine, this puzzler takes Tetris 
and turns it sideways, with the 





Puzzle games are big, and Atari's Ках brings 
their brain teaser to the огсоое. 


player looking down on the bin that 
holds the odd-shaped pieces. 


Ameri Corporation 
AmeriDarts—A new kid on the 
block in the arcade industry, this 
company displayed a video darts 
game. Not only can you use your 
track ball to toss your dart on the 
board, but you can also amass 
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EXCHANGE 





Game Paks 


$10.00 
Salisfaction Guaranteed 


INOW! You can find games you could 


never have found before and trade tor 
them. Any NINTENDO? game player, п 
can trade 


ithe U.S.A. and Canada, 
with you thru U.S.A.G.E.? 





trade and 
[players to trade with. The more games 
[уои trade the more games for all 
players to choose from, in every state 
in the U.S.A. and Canada. 

Trade as many games as you like, as 
Joften as you like (without restriction by 
Joriginal cost) and when you're ready, 
[trade again. 

You can enjoy the maximum game 
Jusage" for the minimum cost thru 
0.$.А.С.Е.® No membership to buy. 
Try it! You'll like it! 

"Your Satisfaction is Our Service" 
and, "We (money back) guarantee il!" 





HOW to trade, in 3 easy steps. 


Tell U.S.A.G.E.® the games you want to 


(1) Write your name and address оп] 
paper. (2) List the manufacturer's title | 


of NINTENDO? games you are sending 


for trade and your first and second | 


choice of NINTENDO? games you want 


in return. (3) Seal games and letter and 


payment in a secure package and send, | 


insured, to: 


U.S.A. Game Exchange? 


Terms: With each NINTENDO? game 
sent for trade, a listing fee of $10.00 
must be remitted. For each missing 
case, booklet(or map), add $2.00. 
Shipping and handling, 48 states, up to 
5 games, add $5.00, in Canada, Hawaii, 
etc, add $15.00. Payment accepted: 
U. 8. Р.О. money order, те cardi 





А checks allow 3 esie to 


| mature. Damaged or defective games, 


All games 
| inspected and tested when received. 


ere USA 
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points by trying to get the mouse out 


of his hole in the wall to hit him. The 
machine tosses out little comments 
if you do badly, making the game 
that much more interesting. 


Atari 
Klax—Puzzle 
games are in, 
thanks to Tetris 
and others. Atari 
has ка? ranks 


is to snag the tiles Y 
as they slide 
toward you, 
stacking them to 
create rows, 
columns and 
diagonals of 
matching colors. 

Four Trax—ATV 
(all-terrain vehicle) 
racing is the focus of this head-to- 
head contest. 

Badlands—What could you do to 
Super Sprint to make it more 
exciting? Well, you could add 
missiles to the cars and give players 
the opportunity to augment their 
vehicle to obtain maximum 

arformance on some of the wild 
co programmed in. 

Atari also had Hard Drivin' on 
display, a machine that's been on 
the market a long time. Missing from 
Atari's booth were Cyberball 2072 
and S.T.U.N. Runner. 


Metal Hawk—As we noted in our 
AMOA show report, this helicopter- 
battle game was one of the most 
original games, and the six months 
that have passed haven't changed 
that initial impression. As you skim 
over the ground, you are prompted 
to bomb certain targets, though you 
must maneuver carefully because 
you're not invulnerable to the myriad 
firepower that these enemies wield. 
Thankfully, you can alter your 
altitude to evade the enemy flak—at 















Atari's Badlands is sprint rodng with an added twist: missiles. 


the same time providing a stunning 
view of the area, nicely rendered in 
smooth computer graphics. 

Mega-Tech System—The Mega 
Drive (Japan's Genesis) is the engine 
for this cartridge-based arcade 
system. It allows the operator to 
plug in eight different games that the 
player can choose from, similar to 
Nintendo's Play Choice. 

Winning Run—This wild driving 
game will remind you of Atari's Hard 
Drivin', because of its 
preponderance of smooth polygon- 
fill graphics. The realistic feel is 
enhanced by the shuddering 
steering wheel when you hit the wall 
or skid out of control due to 
excessive speed. 


Capcom 

Capcom Bowling—Bowling is a 
little-replicated sport, but Capcom 
has brought all the strategy and 
concentration of the alleys to the 

Buster Bros.—Reviewed in last 
issue's Destination Arcadia, this 
game is one of the most innovative 
videos to hit in 1990. You (and 
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major twist: Not only can the on- 
screen enemies hurt you, but you 
can be damaged by the other player, 
and vice versa. 

Capcom also unveiled a baseball 
game that may end up being titled, 
surprisingly, Capcom Baseball, 
though a final name hasn't been 
determined. 


Data East's overhead aerial-combat Data East 
game, Vapor Trail. Vapor Trail—Overhead flying-and- 
shooting games were once popular, 
possibly another player in and Vapor Trail does a good job of 
cooperation) must use your continuing the tradition. You can 
weapons to break bubbles over a pick between three different planes 
tough course of geographic sites. with which to do battle, and digitized 
Mercs—Billed as a “Turtle vocals add to the excitement. A 
Killer" —most likely because further bonus, the “roll over" move 
Capcom believes it will overtake 
Teenage Mutant Ninja Turties as the 
best game of the year—Mercs is 
another one- or two-player combat 
game that tests your ability with an 
array of offensive weapons. Of 
course, you must avoid getting 
gunned down or blown up by all the 
_ enemy soldiers that are massed 
_ against you. j^ 28 
Se Final € kick- — 
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One of the show's most popular pinball games was 
Data East's Phantom of the Opera. 


one reveals the view in front of you, 
while the screens on either side help 
you visualize the scene outside your 
side windows. 

Too Crude—Double Dragon has 
inspired a ton of similar fighting 
games, but this one from Data East 
takes the genre and pokes some fun 





AWESOME! 
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multiball play, but Phantom of the 
Opera provides it via a door that 
rises out of the table surface. Data 
East also introduced a solid-state 
flipper that should minimize flipper 
problems. 

Oddly enough, Data East didn't 
showcase its new RoboCop pinball, 
but it did have a hands-free 
Phantom of the Opera 
demonstration. This 
experiment—which received 
assistance from Atari, most likely 


using the Mindlink product that Atari 


was showing long ago (which later 
became the Relax system by 
Synapse)—isn't likely to become a 
regular feature in the arcade soon, 
but it's interesting to see 
technological strides being 
attempted. 


GameTek 
Wheel of Fortune—Though the 
letter turner doesn't match up to 
Vanna, the remainder of the TV 
game show is duplicated here, right 
down to the wheel on the front that 
you spin to initiate play. 


Grand Products 

Slick Shot—Billiards are in, but 
this Innovative game revamps the 
recreation by mixing video-game 
and cue-stick talents into one box. 
While the player uses a stick and a 
cue ball to shoot, all the game 
activity takes place on the video 
screen after you hit the ball. 


I-VICS 

Meta Fox—This newcomer to the 
coin-op business showed a two- 
player flying combat game with an 
overhead view on the action. 

Wise Guy—MNo, there's no Vinny 
Terranova in this contest, and 
though only in the test stage (which 
means it may never be released in 
America), this brain-teaser game 
was still intriguing. Using your on- 
screen owl, your goal is to kick and 
throw diamonds around the 
corridors and into doors, without 








Konami captures the edge-of-the-seat intensity of the 
1986 movie in their coin-op version of Aliens. 


` 0000 ^3 


00000000 


уг — 


Бе; Jmm. C 


getting blocked off by fruit, 
vegetables or skeletons. 


IREM/Fabtek 


Hai Den—1n my view, this was 
one of the best overhead shooting 
games at the show. Similar to Sky 
Shark, this combat game pits one or 
two players against the enemy 
minions, building up bullet or laser 
fire with power-up capsules, 
destroying air targets and those on 
the ground scrolling beneath you. 

Dragon Breed—lf fantasy is your 
thing, this game is for you. In this 
horizontally scrolling contest, you 
ride atop a dragon's back and blast 
anything that comes your way. 

H-Type /i—There's no need to 
explain this one. It's not so much a 
sequel to H-Type as it's an extension 
of the original. 

Toki—|magine Mario as a gorilla, 
and you've got Toki, a cute but 
challenging run-jump-and-shoot 
game with a slew of neat features. 
For instance, you can acquire a 
football helmet for added protection 


or sneakers for higher jumping. 
continued on page 95 
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Featuring 
The Road Warriors 
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(Nintendo) 


ENTERTAINMENT 
SYSTEM: 


Take a break from play wrestling and get into the real action! Make 

each with his own speciality move and then select four additional moves to clobber 

single player matches. Become 6'5" of solid muscle as "Total Package" Lex Luger. Stun your opponent with Sting's 

Scorpion Death Lock. Master Road Warrior “Animal's” Power Siam. The action keeps going even outside the ring! 
Two players or solo against the computer! World Championship Wrestling—tt's so real, it's unreal! 


your choice from 12 top NWA wrestlers. 


your way to victory іп tag 1еат$ ог 


send the UPC Bar Codes tram апу two ЕСІ games wn your siz& name. address. 20 code, arc $2 postage mating in an + \ 
СЫТ “Shirt Offer, PO Box 660508 Chalor. МС 28266. Adult Sizes Oniy: а | 1-б wks Offer good Trough Dec. 31. 1990. or wi 
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Not Just Kid Stuff 
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Now with the hottest 
2-player action anywhere! 








It's you and your buddy versus the mean- 
est, baddest drug lord in town. He's holding 
the entire high school hostage, and only the 
two of you can expel him. 

You'll both go to battle against ghoulish 
gangs and depraved dropouts. Along the way, 
you ll gain extra power and strength. And you'll 
need all you can get. School's out forever, 
unless you answer 
BE the call! 

Hurry. Head over 
to your nearest video 
| game store. Ask for River 
City Ransom. It's your big 
chance to be a hometown 
hero. 











( NINTEN i 


And look for the | — ITER TAIN 
American Technos label on | 
many other Nintendo 


games. We have more hot action 


coming your way. 
юш Drag N "Tha Revenge a ТМ and C TOR efê Japan Corp licensed idii e ЛЕС NOS 
Arcem Emiral, inc 3 
Super Dodge Bali TM aei CHE) Techn Hagan Cop cir rcu ic ГЫЙ тара а. КҮ: | 
Раса ајичу act iy Carni Ноу = ` : 
TM E. b LE = 
щения AMERICAN ЛЕСНПО5$ ІПС." 
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о dore rrt ND a Suite SW3- > 10080 N. Wolfe Road, Cupertino, CA 95014 


Samencen Tocino lnc. “American сїт, inc Phone (408) 996-1877 
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continued from page 94 


Sports Match—Similar to Mah 
Jongg or Shanghai, this strategy tile 
game tests your ability to spot 
matching pairs. A restriction is that 
you must possess the ability to draw 
a line between the two pieces 
without making more than one 90- 
degree turn or passing through 
another tile. We were engrossed with 
this one for a long time. 


Jaleco 

Jaleco Rally Big Run—This Paris- 
to-Dakar race takes you over 
different terrains as you try to beat 
out all the other drivers. 

Astyanax—Legendary Ахе-пке 
arcade/adventure that pits you or 
two players against tons of odd 
creatures, like sword-swinging 
skeletons, two-headed dragons and 
giant coiling caterpillars. Jaleco also 
showed a soccer game and a 
baseball game in the "redemption" 


SUP?cMACY 
yk vk Kk Kk XK 
Crisis in the Far East 


In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Viadivostok. Moscow 
wants help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back...or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy’ – the world conquest board 
game fought in the nuclear age. 


FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 
At better game stores worldwide. 
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set release date. These are 
games that spit out tickets 
if you surpass a certain 
level, which are then turned 
in for prizes. 


a 
Konami 

Aliens—Based on the 
sequel to the movie Alien, 
this one- or two-player 
game takes you through 
various areas of the 
Earthling colony in order to | 
save your populace from 
vicious beasts of all kinds 
and colors. 

Teenage Mutant Ninja 
Turtles—This has been one | 
of the most popular coin- 
op games of late 1989, ana 
its staying power will no 
doubt last through most of 
1990 as well. Your job is to 
guide the comic-book 
heroes through many hand- 
to-hand battle sequences, 
searching for pizza (the 
Turtles' favorite food) and, 
most importantly, your 
friend April. One of TMNT's 
strongest points is the 
opportunity for four players 
to battle simultaneously. 


Leland 


Off Road—Backed by "Iron Man" 
Ivan Stewart, a very successful off- 
road racer, this down-in-the-dirt 
driving game is still popular after a 
long run. 


Bally /Midway 


Trog—This game was undeniably 
the jewel of the show because of its 
innovative concept and look. Up to 
four players can compete, using 
bones to guide cute dinosaurs in an 
effort to gather like-colored eggs 
and return home. Standing in your 
way is a goofy, one-eyed caveman 
named Trog, who does some serious 
beast-slamming. The appearance of 
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Bally’s Trog, a prehistoric strategy game with digitized 
graphics, was the hands-down hit of the show. 


all the characters in the game are 
stunning, thanks to "Playmation," a 
process that induces digitized, 
animated clay figures onto the video 
monitor. (Trog wasn't 100 percent 
complete, but it will be released Dy 
the time you read this.) 

The Game Show—The title 
foretells the story as you attempt to 
win cars, cash and high scores in 
this multilevel pinball table. 

Tri Sports—This game takes three 
popular events—golf, bowling and 
billiards—and turns them loose on 
the video screen. 
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One already hit. 
Number two is even more explosive. 
ص‎ 


The original Silent Service was Simulation of 
the Year around the world in 1986. Now it’s 
back, making World War И submarine combat 
more exciting than ever. 


* outstanding graphics—VGA, EGA, Tandy 16-color 
* realistic sounds and original music * new re-play feature 
* more game play options * new missions and scenarios 



















Another busy machine at the ACME show was Sega's 
unique sit-down shooting game, Line of Fire. 


Nintendo 

PlayChoice—Nintendo has done 
well bringing its NES titles to the 
arcade in this 10-in-1 coin-op game 
system. Among the different games 
available are Super C, Pinbot, Ninja 
Gaiden 2, Super Mario 3, Teenage 
Mutant Ninja Turtles, Fester's Quest, 
Tecmo Bowl and Baseball Stars. 


Premier (Gottlieb) 


Lights, Camera... Action—A 
pinball game that revolves around 
the movie industry. "Hevolves' is a 
good word because a two-sided 
bonus section can be spun to reveal 
different point targets. 

Exterminator—Though the rules 
of this sharp-looking game are 
somewhat difficult to grasp, it 15 
innovative in the use of digitized 
images featuring a detached hand. 
This hand is used to grab or swat 
bugs, as well as pound other items 
so that you can complete a row of 
tiles before your opponent does. 
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Silver Slugger—Another pinball 
game, this time with a baseball motif. 


Romstar 
Fire Shark—We've said enough 
about coin-ops looking like Sky 


that this upwardly scrolling 
shooter falls into the same 
category, after all, it /ѕ a 
Sky Shark sequel. Look for 
more of the same exciting 
action from this one. 
Snow Bros., Nick and 
Tom—similar to 
Bubble Bobble, this 
| cute game, which will 
undoubtedly do well 
with the younger 
audience, has you 
capturing enemies in 
snowballs and blasting 
them into walls to eliminate 
them (and acquire bonuses in the 
process). 

Romstar also presented Rambo 
Iii and Caliber-50 (see the April 1990 
VG&CE for more about this military 
game), two coin-ops that were 
shown at the AMOA show. 


SNK 


Beast Busters—This three-player 
machine-gun shoot-'em-up is much 
like an Operation Wolf, showing the 
battlefield from the players’ 
perspective. The difference is that 
you aren't facing off against soldiers, 
but rabid dogs, screeching owls and 
mutants out of a horror movie. 

Search and Rescue—The 
consensus on this machine is that 
it’s easily the bloodiest, most 
graphic combat game ever released. 
It's filled with bodies being blown 
apart and entrails scattered around 
the landscape. Though the game 
play is decent, many concerned 
parents will hit the wall. 

Neo-Geo System— This 
proprietary 16-bit arcade system 1$ 
taking all of SNK's attention, so 
much so it's dropping all other 
arcade-game development and is 


Shark, but there's no surprise 


rumored to be splitting from the 
Nintendo licensee program to 
develop Neo-Geo software. The first 
offerings for this system are 
Baseball Stars Professional, Nam- 
1975, Magician Lord, Riding Hero 
and Top Players Golf, though others 
are in development. (The interesting 
twist in this story is that SNK is also 
rumored to be planning a release of 
the Neo-Geo system for the home 
market at the Summer CES, though 
reports that the cartridges are 
purported to be rented-only, rather 
than sold, make this story stranger. 
We'll keep you updated as this 
scenario develops.) 


Sega 

Line of Fire—This two-player 
machine-gun battle turns Operation 
Wolf around by sitting you down in 
the back of a jeep, obliterating 
anything that moves. And it isn't 
limited to scrolling in one particular 
direction—you can find yourself 
suddenly turning a corner and 
having your perspective change 
drastically. 

M.V.P—Yet another baseball 
game. This one is different because 


Taito's Сабаз is a fantasy role-playing game that has 
the ability to network up to four machines. 
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PARAGON SOFTWARES ® _ 


With a Name Like That, 
Don’t Expect Mr. Nice Guy 


They call me The Punisher, and that should tell you all 
you need to know. Members of organized crime killed 
my family and got away with it. I'm settling the score. 

I work in Manhattan, where a clandestine group pays 
me to fight crime my way. I'm a professional vigilante, 
and many people consider me a hero. 

But I've got enemies. One of them is seven feet tall 
and weighs 450 pounds. His name is Kingpin, and he 
controls organized crime in Manhattan. I've terminated 
his best assassins time and time again — but the fat man 
has always eluded me. 

Until now. I've just been offered a chance to nail 
Kingpin himself. 


Who says there's no more justice in the world? 











Based on the popular Marvel Comics series. 

The Punisher features over 50 mission options, each 

With unique characters and « hallenge Ss, and гпгее 
соты! 1 


t Strategic decisions 





м zt É dx be 
Marketed by MicroProse Software, Inc. 
Can't find The Punisher? Сай (301) 771-1151 weekdays 9 am to 5 pm Easter Time and order by MC/Visa; or mail check or money order for $39.95 for IBM-PC/Tandy/compatibles version (specify disk size), plus $3.50 for 
shipping and handling. $5.00 for intemational order. U.S. funds only. MD residents add 5% sales tax. ©1990 Marvel Entertainment Group, Inc. All Rights Reserved. The Punisher and other Marvel characters and the 
anos 


iikenasses thereol are trademarks of the Marvel Entertainment Group, Inc. and are used with permission. The Punisher is produced under license trom the Marvel Entertainment Group, Inc. 
Send orders to: MicroProse Software, Inc. - 180 Lakefront Drive • Hunt Valley, MD 21030 
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all the players are animals, but game 
play looks similar to most others. 
Bioxeed—A sequel to Tetris, this 
puzzler enhances the original by 
allowing you to complete lines with 
special pieces. These bonus blocks 
can offer support in different ways, 
such as bombing part of the bin or 
letting you control a character to 
place single, square pieces at 
selected gaps on the board. 
Alien Storm—Uhp to three 


an aliens-run-amok-in-your- 
neighborhood game. In it you 
have various goofy-looking 
creatures who must be stopped, 
and your on-screen robot is the 
offensive weapon. The game 
switches between being a 
horizontally scrolling and a 
point-of-view shoot-'em-up. 

G-LOC (Loss of 
Consciousness by G- 
Force)—After Burner lead the 
way for Sega's trademark 
perspective flying game; G- 
LOC follows in its footsteps 
well. You're again piloting a 
fighter plane, looking out 
through the windshield with 
legions of enemies swooping 
in on you, but you have bombs 
and bullets to help pull you out 
of any jam. 

G-LOC has three modes of 
play—easy, medium and 
hard—which take advantage of the 
various controls in different ways. In 
addition, the game comes in three 
configurations: stand-up, sit-down 
and sit-down with realistic motion. 

Sega also reshowed Turbo Out 
Run, a timeless motorcycle racing 
game, and Galaxy Force, a sit-down 
arcade game that is about as close 
to an amusement park ride as you 
can get. This outer space shoot- 
'em-up yaws and rolls you relative to 
the attitude of the on-screen 
spaceship you're guiding. 


Sharp Image Electronics 
Air Buster—This one- or two- 
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player game puts you in flight 
against enemy pilots. You try to 
destroy as many other planes as you 
can—what else is new?—picking up 
power-ups to enhance your 
weaponry along the way. 


Strata 


Golden Key Golf—Better known 





Battle Shark, by Taito, is a submarine combat simulation 
that features fest action and feedback in the 
controls when your craft is hit. 


in most computer circles as 
Incredible Technologies (among 
other things, the programmers of 
Cinemaware's Three Stooges and a 
TurboGrafx-16 licensee), its arcade 
division has created a behind-the- 
golfer contest that adequately 
portrays the challenging links with 
smooth graphics. 


Taito 
Cadash—tt's odd to find an RPG 
(role-playing game) quarter-sucker, 
but that's what Taito has created. 
Though it contains lots of arcade 
action—as you battle evil trees, 
aggressive blobs and other weird 


beasts—it also requires that you 
choose between different characters 
and gather gold to buy weapons and 
gear for your trek. Cadash also 
demonstrates Taito's 
communications system, which 
enables up to four machines to be 
networked together for 
simultaneous, cooperative play. 
Battle Shark—Taito did the 
point-of-view battlefield game 
justice in Operation Wolf, now 
they've performed a similarly 
adequate job in this fast-paced 
submarine simulator. Battle Shark 
provides an increased level of 
tension by adding a shimmer to 
the periscope when your craft is 
struck by enemy fire. 
WGP—Motorcycle racing hits 
the arcade screens once again in 
this semi-sitdown machine. The 
speedy point-of-view action 
might give you motion sickness. 
SCI (Special Criminal 
Investigation) —Bring Pole 
| Position into 1990 and you'll have 
SCI, a game that mixes driving 
with combat elements. 


Tecmo 
Tecmo World Cup '90—Soccer 
is the focus for this intense global 
sporting event in three-quarters 
overhead perspective. 


е а 
Williams 

Whirlwind—First it was 
Earthshaker, the earthquake-themed 
pinball disaster. The same designer 
has shifted his attention to another 
act of God, the monsoon, which 
features such innovation as three 
spinning disks in the center of the 
machine that alter the ball's path. 

Zero Wing—Two players сап 
cooperate to engage outer space 
characters in this horizontally 
scrolling shooter packed with power- 
ups, exotic weapons and myriad 
explosions. When two players 
compete simultaneously, the screen 
gets extremely crowded, and the 
activity level hits a fever pitch. & 
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ACTUAL 
256 COLOR 
VGA SCREENS 


ndicate has taken 
over large areas of our : 
major cities turning them a= 
into vast criminal wastelands. 


A powerful crime 
Sy 


Arson, extortion, drug distribution. 

murder and now...terrorist abduction! You 

"ave just learned that they have taken the U.S. President's 
daughter and are holding her and out country hostage. 


YOU'VE HAD A GUT-FULL! ... YOUR PURPOSE: To wipe out this 
criminal organization and rescue the president's daughter. Even 
with the most sophisticated Assault Technology available, it won't 


—— ——— Р 
ре easy. You are the only one that can save the country from this - . 
sinister infestation - | 


Bring arcade action home like never before! 


Crime Wave, with Ред Sound and 256 color digitized VGA 


jraphics, puts you on the streets for real! 
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The Power Glove. You plug it in like any Tyson. Grab the steering wheel of Rad Racer: 
joystick. But the similarity stops there. Because All simply by moving your hand. 


now you dont just guide the action. Youre in The Power Glove also gives you moves 
the action. you've never had before—and never will have 

As soon as you put on the Power Glove, its with a joystick. Twist your w rist for an immedi- 
3-D sensors track the position of your = ate head butt in Double Dragon. 


Bend a finger for “Thrash Mode— 
vour character turns and shoots in all 
possible directions. 
Bend another for “One-Shot 
: Turnaround": you automatically 
` = change direction and lire 1 aster than 


hand in space. You enter the program 
code. Calibrate the glove. Center It. 
And feel the mechanical moves of a 
joystick give way to free-flowing, 
instant response. 

You actually knock out Mike 








$ CHILD’ 


you ever could with a joystick. With new moves 
at your disposal, the Power Glove makes your 
joystick games, especially vertical scroll games 
new. Different. More exciting. 

And that's only the beginning. Because 
vith games specifically designed for the Power 
Glove, you'll be blown into another dimension: 
the third dimension. 

In the '805, all video game play occurred 
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in two dimensions: up, down; left, right. Starting 
in the summer of 1990, software designed for 
the Power Glove adds the third dimension— 
depth—so that youre playing in a “virtual real- 
y. It's the future of video games. Years ahead 

of schedule. 

50 put on the Power Glove and put on the 
power of the future. 

And f eel eve rything else become childs play. 


Look for the Power 
Glove in the movie 
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Golf simulations have been a 
computer mainstay for years, 
offering a variety of interfaces, 
visual presentations and realistic 
frills. Golf is one of those games 
that is ideally suited to computer 
simulation. Its dimensions are eas- 
ily reproduced through the use of 
mathematical models; further- 
more, golf requires a series of 
fixed strategic decisions and 
involves a minimum of human 
movement. 


THE FIRST SWINGS 


The first major golf simulation 
was produced by Brian Fargo's 
Interplay Productions for Activi- 
sion/Gamestar in 1986. Burdened 
with a distinctly ponderous title, 
Championship Golf: Tbe Great 
Courses of tbe World, Volume One: 
Pebble Beacb, it offered a breath- 
takingly realistic simulation of the 
sport that served as a model for 
many future efforts. Championship 
Golf featured both top-down and 
first-person views of the terrain, 
coupled with a detailed side-view 
of the player's surrogate. 

Although this intended series 
never took off, publishers were 
not deterred from producing 
additional golf simulations. At the 
time that Championship Golf was 
being developed at Activision, 
Evan and Nicky Robinson and 
Paul Reiche were working on 
World Tour Golf with producer 
Don Daglow for Electronic Arts. 
The success of this simulation 
was due to several factors beyond 
its intrinsic quality: It was pro- 
duced for multiple systems; sec- 
ondly, WTG was, in fact, the first 
major golf game to appear on the 
C-64/128; and lastly, it was pub- 
lished and distributed by EA, then 
the hottest kid on the block. 

World Tour Golf, a solid simu- 
lation, allows users to select sur- 
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rogates modeled on real golfers, 
their names subtly changed (Jack 
Nicklaus becomes J. Snicklaus, for 
example) à la the venerable 
Gamestar system. Each golfer is 
assigned a handicap, a distance 
and an accuracy rating. Course 
conditions (wind and green sta- 
tus) are displayed at the begin- 
ning of each round of play. The 
basic game screen includes hole, 
par, distance, handicap and the 
current player's score, along with 
a split-screen visual display. The 
left side of the screen features an 
overview of the entire hole while 
the right side offers a pseudo- 
first-person perspective. The on- 
screen golfer is seen from above 
and behind. 

The game disk comes with 12 
courses, including Augusta, St. 
Andrews, Winged Foot, the ubiq- 
uitous Pebble Beach and the 
daunting EA Champion, a spe- 
cially constructed challenge 
course. World Tour Golf also pio- 
neered a construction feature, so 
users can design their own dream 
courses. 





Voted Best Simulation by the SPA in 1986, 
Accolades Mean 18 is a solid golf game. 





Perhaps the most successful of 
the early golf games was Micro- 
smiths’ Mean 18 (Accolade). With 
a more colorful, almost cartoonish 
appearance than previous simula- 
tions, plus a simplified icon-based 
interface, Mean 18 strikes a chord 
with computerists. 


The emphasis is on graphics 
and ease of play. The visual dis- 
play, using the popular pseudo- 
first-person viewpoint of World 
Tour Golf, nearly fills the screen. 
The first golf simulation to appear 
on the then-new 16-bit computer 
systems like the Atari ST and 
Amiga, Mean 18 makes good use 
of the expanded color and resolu- 
tion capabilities of those comput- 
ers. It has since been released for 
both the Apple IIGS and IBM PC 
computers. Strategic commands, 
such as club selection and player 
positioning, are entered through 
various command icons occupying 
the bottom of the screen. A verti- 
cal bar gauge at the left side of 
the screen allows users to fine- 
tune their swing force. Before 
each hole is played, an overhead 
view of the entire hole appears; 
this perspective can be redis- 
played at any time by accessing 
the appropriate command icon. 

Voted “Best Simulation” of 1986 
by the Software Publishers Associ- 
ation (SPA), Mean 18 features 
reconstructions of St. Andrews 
and (you guessed it) Pebble 
Beach, along with an easy-to- 
| use course-construction mode. 
Mean 18's success allowed 
Accolade to release a series of 
Famous Course Disks on a reg- 
ular basis, right up to the pre- 
sent. Volumes 2-6 each include 
three famous courses, among 
them: Inverness Club, Turn- 
berry, Olympic Club, Spyglass 
Hill, Concord, Doral, Harbour 
Town and Muirfield. 


THE NEXT GENERATION 


The second generation of golf 
simulation was completely domi- 
nated by one game, Bruce and 
Roger Carver's Leader Board and 
its second incarnation, World 
Class Leader Board (Access). This 
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game captured and improved on 


the realistic look of World Tour 


Golf while offering Mean 185 
simplicity of play and visual 
emphasis. 
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World Class Leader Board offers 
four courses: Champions-Cypress 
Creek, Doral Country Club, St. 
Andrews and the mythical killer 
course, Gauntlet Country Club, 


LNOLE 9 FAR 3 FLAYER гит 


along with a course editor that 
allows users to modify and save 
existing courses. One to four play- 


ers select one of three difficulty 


levels before they choose a club 
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and step up to the first tee. Using 
a cursor, the players aim and take 
their swings (on the most difficult 
level, wind is also a factor) using 
the Power/Snap indicator. This 
on-screen device lets users dictate 
the power and hook/slice of each 
shot. 

World Class Leader Board has 
proven to be such an enduring 
success that it was recently reis- 
sued in IBM format with Real 
Sound, Access’ new software- 
based audio-enhancement fea- 
ture. This 16-color version has a 
sharp, angular look that success- 
fully captures not only the look 
and feel of the course but also 
beautifully animates the on-screen 
golfer. This greatly enhances the 
illusion of reality. Both 
top-down and pseudo- | 
first-person views are 
available, each with full- 
screen treatment, so the 
user can toggle back 
and forth between them. 

The latest, and one of 
the most impressive, 
entry in the golf soft- 
ware sweepstakes is Ned Martin’s 
and Sculptured Software's awk- 
wardly titled Jack Nicklaus’ Great- 
est 18 Holes of Major Champi- 
onsbip Golf. Created in association 
with Jack Nicklaus' Productions, 
with input from the *Golden Bear" 
himself, this Accolade product is 
an excellent piece of work, offer- 
ing a combination of the best fea- 
tures from past links simulations. 





` Jack Nicklaus’ Greatest 18 Holes of 
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| tennis games are cur- 


| graphics and sec- 


| reproduce all the 


Tennis, Anyone? 


What survey of the gentee! 
recreations would be com- 
plete without a glimpse at 
available tennis simulations? 


| After all, tennis—or, more 


specifically, table tennis (a/k/a, 


Ping-Pong )}—was the very first | 


action game re-created in 
electronic form. Pong-type 


games represented the vast 
majority of all early "70s video 
games. Then, in the ‘80s, dur- 
ing the salad days of the Atari 
9600, Al Miller's ground- 
breaking Tennis (Activision) 


LUCY PTE: 3 


DigiTek tests new ground with 


its Table Tennis Simulation. 


cartridge was the first home | 


video game to offer a realistic, 
pseudo-3-D perspective, an 
illusion which was enhanced 
through the use of the tennis 
ball's shadow as an optical 
focusing cue. 

Oddly enough, few 


rently available for 
computer play; fortu- 
nately, the choices are 
quite solid. Accolades 
Serve & Volley, for 
example, uses a com- 
bination of strong 


ondary visual aids to 


action and strategic 


content of a grueling tennis 
match. Serve & Volley has a 
slanted side view, buttressed 
by an overview of the court 


and a special "Strobe-O- | 


Stroke" window that allows 
the user to break down each 
shot into its component parts, 
producing topspin, slices, etc. 
It's even possible to modify 
the skills of the player surro- 
gate, in addition to selecting 
from three difficulty levels 
and three surface types, to 
further customize play. 

Serve & Volley is available 
for the Apple 1165, C-64 and 
IBM PC systems and plays 
either head-to-head or against 
the computer. 

The other major player in 
the world of tennis simulations 
is a new entry: Blue Bytes Pro 
Tennis Tour (Ubi Soft). The 
premise here is that the user is 
a professional player, ranked 
64th in the world. The object 
of the game is to upgrade that 
seeding by entering major 
competitions like the U.5. 
Open and Wimbledon, with 
each event played on the 
appropriate surface. There are 
six training programs with 


Accolade's Serve & Volley lets the player 


псы Të miimi? 
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both two-player and “vs. 
computer’ modes. 

The graphics for Pro Tennis | 
Tour reflect the systems it was 
designed for—the Atari ST 


| and Amiga. They are vividly 


colored and superbly ani- 
mated. The perspective is à 
slanted behind-the-court 
viewpoint, as if you were sit- 
ting in the grandstand with the 
player in the far court facing 


| youand the player in the near 


court having his back to you. 
Since this sidebar opened 
with a mention of table tennis, 
it's only fair we discuss the 
state-of-the-art in ping-pong 
simulations before finishing 
up. Once again, we are dis- 
cussing a mere pair of pro- 
grams. Ed Ringler’s Superstar 
Indoor Sports (Mindscape) 


offers an excellent table tennis 
` contest as one of four classic 


simulations. Air hockey, darts 
and bowling events are also 
included in this package, all 
using a first-person perspec- 
tive. Available for the Amiga, 
C-64 and IBM PC computers, 
Superstar Indoor Sports is a 
must-have item for every 
gamer's collection. 

A similar first- 
person view of 
Ping-Pong is | 
offered in DigiTek’s | 
new Table Tennis 
Simulation for the 
Amiga, with the 
additional attrac- 
tion of a doubles 
feature, for any mix 
of computer and 
human players. 

—В.К. and J.W. 
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Are you hero enough... 


„ло ride with Gandalf, Aragorn, and the other 
Fellowship characters against the forces of the traitorous 
wizard Saruman? 

Then explore the all-new fantasy adventure game 
based on J.R.R. Tolkien's The Lord of the Rings. 
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* Experience the faithful, detailed re-creation of Tolkien's 
classic work. 

* Duel one-on-one with the evil Orcs and Dunlendings. 

* Interact with individual characters and lead the elite 
cavalry of Rohan as they battle across realistic 
3-D terrain, or let the computer 


handle the details of combat. SPAYWYAA Fie 


See your local retailer, or call 1-800-826-0706 to order. 


System Requirements: [BM PC, true IBM c »npatihles. DOS 2.1 or higher. 512K RAM, MOGA. УСА. ЕСА or Tandy graphics card. 5.25" and 3.5" disks avail: 


The pn RATE [x] pul Mishel wih the сти нен Wi ГИ the ГУК П Еҹе ancl [ен рч! [нє rs. {+ ГИ Aker M 1 nh 
Lord of the Rings are copyright George Allen & Unwin (Publishers) Lid 1966, 1974, 1979, 1981. All brand names 
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Available for the Apple IIGS, 
Commodore 64/128 and IBM PC 
computers, this gorgeous simula- 
tion features detailed reproduc- 
tions of the courses Jack deems 
the toughest: St. Andrews, Riv- 
iera, Augusta, Baltusrol, Muirfield, 
Merion, Oakmont, Royal Lytham 
and, naturally, Pebble Beach. 
Also included are a pair of Nick- 
laus-designed courses: Castle 
Pines (Colorado) and Desert 
Mountain (Arizona). Up to three 
players can compete, or users 
can opt to go against one of the 
four male or four female comput- 
erized golfers, including one 
modeled on Nicklaus 
himself. Features include 
wind direction and inten- 
sity, hazards, random pin 
placement (no hole plays 
the same way twice), 
skins scoring/stroke play 
options and a striking 
variety of landscape fea- 
tures, including trees, 
sloping hills and individu- 
ally drawn on-screen 
golfers. 

Jack Nicklaus includes a pair of 
difficulty settings and three types 
of tees (pro, men’s and ladies’). 
The on-screen player is aimed 
toward the hole through the 
manipulation of an “aiming ball” 
that is set in relationship to the 
pin location. The actual golfer 
position can also be shifted, and 
the surrogate is quickly redrawn 
showing the new perspective. The 
swing is taken through the use of 
a vertical meter that occupies the 
left side of the screen. 

Jack Nicklaus looks and plays 
very much like an updated Mean 
18, replacing the lampoonish 
graphics with a polished, realistic 
image, but keeping the friendly 
interface and game philosophy. 

A pair of add-on disks are 
already available for this game, 
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and both have appropriately 
cumbersome titles. Jack Nicklaus 
Presents the Major Championship 
Courses of 1989 features re-cre- 
ations of Oak Hill, Royal Troon 
and Kemper Lakes, while /ack 
Nicklaus Presents the Interna- 
tional Course disk adds the Aus- 
tralian Golf Club, Saint Creek, 
Japan and St. Mellion, England, to 
the list of available courses. 

Jack Nicklaus’ Greatest 18 
Holes of Major Championship 
Golf has even been translated to 
the NES by Ultra Software, with 
most of the features from the 


computer game intact. 





Mich] aus ное: 
Stroke: Par 
Distance: 
reat 
Accolades Jack Nicklaus plays much 
like an updated version of the older 
Mean 18 and also has many 
supplementary course disks available. 


GOLFING ON A BUDGET 


As we all know, golf can be an 
expensive hobby. This holds true 
even in simulation form. Fortu- 
nately, there is at least one inter- 





esting option for players on a 
budget, Andromeda's California 
Pro Golf (Mastertronic). Though 
not a state-of-the-art simulation, 
California Pro offers tournament 
or match play, two courses (nei- 
ther seems to be Pebble Beach, 
shockingly enough), club selec- 
tion (the user's computer caddy 
can only hoist 14) and acceptable 
graphics. The hole number, par 
and distance are constantly listed 
on-screen, and the player and 
landscape are displayed from the 
conventional, pseudo-first-person 
perspective. Swings are taken by 
using a simple meter, and the 
overall experience is satisfying, if 
somewhat generic. 


THE Missing LINKS 


The future of golf simulation 
looks as bright as an Augusta 
green. Oncoming CD technology 
will offer players what past simu- 
lations have only suggested: 
footage of actual courses, with 
every square foot of a 
dozen dream courses 
stored on a single disk. 
Users may soon be able 
to play in a foursome 
with any three of the 
greatest golfers in his- 
tory, from Snead and 
Hogan to Player and 
Palmer. 

Golf continues to gain 
popularity both as a sport and as 
a recreation. Given the inevitable 
ongoing evolution of computer 
capabilities, that virtually assures 
we will soon be able to simulate 
every aspect of the golfing experi- 
ence in our own homes short of 
actually smelling the grass or 
being beaned by an errant 
approach shot. 

Or, as they say on the links: 
“Роге!” Д 


VG&CE * JUNE 1990 


CIRCLE #148 ON READER SERVICE CARD. а 





It's coming... 


и Dazzling clay animation characters 
= Incredible graphics 

п Futuristic role-playing adventure 
of epic proportions 


Coming very soon from... г) 
NEU, rz] 





House-to-house fighting continues 
unabated. War drums beat along the shores 
of Lake Michigan and bugles blare west of 
the Rockies. The martial music of the silicon 
is no longer if there will be a video-game 
war, but rather who will win it. Three gaming 
superpowers are battling for control of the 
multi-billion-dollar video-game market. Some 
call it international corporate conflict, but to 
me it's World Video-Game War ІІ. 

The incredible video-game business has 
kept corporations at each other's throats 
since the days when Magnavox introduced 
the Odyssey 2000 and Atari marketed the 
original Pong home system. The decade- 
long struggle between Magnavox/Odyssey 
and Atari was a small-scale conflict that was 
merely the prelude to a larger war: World 
Video-Game War |. 

Atari and Magnavox each premiered 
the Odyssey, in 1978. That heated things 
to a boiling point! A built-in keyboard and 
larger memory gave Odyssey? an advan- 
tage, but the VCS sold for an average of $10 
lass and the software library included titles 
already well-known from the coin-op 

It might have stayed an even match, 
except that Activision popped up and car- 
ried a kicking and screaming Atari into the 
world of third-party software. Soon dozens 
of companies were producing VCS games, 
while the Odyssey? had only Magnavox's 


The arrival of the Mattel Intellivision limited 
the magnitude of Atari's triumph by denying it 
the high end of the market. The Intellivision's 
superior graphics and sports-heavy catalog 
appealed to an older player who was willing 
to pay a premium price. Still, the VCS 
remained the unchallenged leader until a 
company better known for plastic pools and 
toy-pistol holsters entered the video-game 

The introduction of ColecoVision signaled 
the outbreak of World Video-Game War |. It 
was a three-cornered brawl among Mattel, 
Atari and Coleco that featured deep retail 
price cuts, runaway software publishing by 
third parties and ultimately, the Great Crash 
of 1983. 

When Nintendo brought the NES to the 
United States in 1986, it resembled more of 
a military coup than a pitched battle. Mag- 
navox and Mattel had vacated the video- 
game industry completely, Coleco was well 
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Who Will Win World 
Video-Game War Il? 


by Arnie Katz 








designer Arnie Katz knows the field 
from every perspective. Each month his 
column takes readers inside the world 
of video and computer games. This 
month the industry's best-known 
weatherman predicts which way the 
winds of war will blow in the hotly 


on the road to bankruptcy and once-mighty 
Atari was still trying to sell the VCS, which it 
later renamed the 2600. Sega weighed in 
with the Master System, but Nintendo out- 
sold its rival by about 9-to-1, so it would be 
ridiculous to speak of a battle between the 
two main publishers of “new generation" 
video-game consoles. 

Ensuring the "Pax Nintendo" was the 
software structure that Nintendo created to 
prevent unrestricted third-party publishing. 
The flaming sword of chip allocation kept 
companies that were lucky enough to land a 
Nintendo license docile. Titles created for the 
NES were exclusive to that system, and 


many firms decided that it was unwise to risk 
Nintendo's displeasure by adding cartridges 
for competing machines. 

All stayed serene in Nintendo's tidy little 
8-bit world until the summer of 1989. Then 
came the "shots heard 'round the world"; 
the debut of two 16-bit systems. The intro- 
duction of both the Sega Genesis and NEC 
TurboGrafx-16 tested Nintendo's vaunted 
invincibility. 

The opening of the 16-bit video-game 
market represents a new battlefield. Nin- 
tendo's first reaction was to deny the validity 
of these new competitors. A Nintendo USA 
exec was quoted in an industry newspaper 
as saying that Americans didn't need a 16- 
bit video game and that Nintendo would give 
them one when it felt the time had come. 

A hot 16-bit holiday selling season this 
winter quickly showed Nintendo that the 
new, more powerful systems could not be 
ignored. The parent company in Japan 
quickened development of the Super Fami- 
com with the intention of getting it into stores 
a lot sooner than originally planned. ("Super 
Famicom" sounds like something Kurt Von- 
negut dreamed up, but that's what Nintendo 
calls its 16-bit unit in Japan.) 

Nintendo restructured its software sup- 
port program in December in a way that sig- 
licensees. A late-December letter from Nin- 
tendo to the industry attributed the removal 
of allocations to an improved supply of the 
company's proprietary chip. A cynic might 
also mention the pressure of Tengen's law- 
suits and unlicensed cartridges for the NES 
by Tengen, ShareData and Color Dreams as 
a contributing factor. 

The Genesis and TurboGrafx-16 threats 
to Nintendo's dominance would probably 
have unleashed a marketing war in any case, 
but the existence of a more fluid software sit- 
uation gave Sega and NEC managements a 
sense of optimism for the first time in several 
years. Several cartridge makers viewed Nin- 
tendo's letter as the green light to expand 
their horizons to include the entire video- 
game field, not just Nintendo's ample portion 
of it. 

Instead of turning a deaf ear to other 
hardware manufacturers, software compa- 
nies are now striking complicated deals to 
blast their best titles across several different 
video-game systems. The better market- 
place conditions that now exist provide a 
perfect climate for no-holds-barred corpo- 
rate in-fighting. 
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The Combatants 

The war is on, but the big battle won't be 
fought until the fourth quarter of 1990 and 
the first quarter of 1991. The participants: 

1. Nintendo—The defending champion 
has all the benefits that sheer size, outstand- 
ing track record and comprehensive distribu- 
tion can provide. It's the best-equipped of 
the three major powers to market and pro- 
mote its products; its image with younger 
gamers is an awesome asset. 

The new 16-bit NES will have some 
catching up to do, but this is a company that 
can afford to go out and buy market share. 
Its Nintendo Power magazine and 900 
phone line are mighty weapons in its cam- 
paign to convince present NES owners that 
this is the time to upgrade and that, further- 
already know. 

Disadvantages do exist, however. No 
outfit can be as overwhelmingly successful 
as Nintendo without acquiring a large list of 
enemies. These folks will come out of hiding 
and throw whatever weight they have behind 

The software operation is a double-edge 
sword. Nintendo has a genius for producing 
side-perspective jumping-and-shooting 
games that young gamers adore. Now the 
field's top gun must aim at older and more 
sophisticated consumers attracted by the 
16-bit revolution. Reliance on Japanese- 
designed product does not bode well for 
Success in this area, but Nintendo has 
shown an uncanny ability to adapt to shifts 
in audience demographics. Sega and NEC 
can't count on Nintendo missing the mark. 

2. Sega—tt took a whipping and kept on 
ticking. Outsold in Japan and buried in the 
U.S. 8-bit category, Sega of America is 
stronger than ever on the eve of its 
next confrontation. Michael Katz, 
"Mr. Turn. Around," has 
arrived, and he has 
already assembled the 
most impressive 
management team in 
the entire electronic- 
gaming industry. These 
"generals" have a superb 
understanding of both hardware 
and software, which speaks directly to 
Sega's biggest flaw: failure to identify the 
desires of American video gamers and 
produce satisfying games. 

Sega has the most powerful hardware, 
though Nintendo's forthcoming machine will 
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challenge that advantage. At this moment, 
its status as the only pure 16-bit system is a 
definite plus. 

No one questions the technical excel- 
lence of Sega's past video games. Some 
Critics find them too simple and claim that 
they don't hold up under repeated play. In 
the past, Sega relied on translations of its 
arcade hits, but many of these games didn't 
have the depth and complexity that home 

The California-based company has 
cranked up its production effort, and forth- 
coming games for the Genesis and even the 
Master System will break out of the mold. 
How successfully the new regime dispels the 
image of Sega games as slick but cold will 
determine the company's future market 

3. NEC—Some miscalculations have 
prevented NEC from claiming the quick sales 
victory it anticipated when it revamped the 
PC Engine and brought it to the United 
States as the TurboGrafx-16. The company 
was caught off guard by the Genesis intro- 
duction and had some problems with its 
price point as a result. A hefty $50 rebate, 
followed by a lower price, helped. 

The TurboGrafx-16 software library is a 
weakness that may soon become a 
strength. There just weren't enough games 
during the start-up. But NEC has many 
games under development, including quite a 
few licensed properties, so the software 
shortage could be just a temporary setback. 

The CD peripheral carries a high price 
tag, leading many to believe it won't be a 












factor in the three-way war. Don't you 
believe it for a second. Count on NEC to find 
a way to interface the TurboGrafx-16 with 
existing CD players to bring down the cost 
substantially for those already planning to 
buy such devices for their home-entertain- 
ment centers. It takes much longer to 
develop a CD game than a standard com- 
puter-entertainment product, but it's worth 
the wait. The CD revolution is coming, and 
NEC's video-game machine is poised to ride 


Who Will Win? 

The horrors of real war guarantee no real 
winners. Everyone can win World Video- 
Game War Il, however, because the three 
companies measure success by different 

Bearing in mind that new factors could 
change the situation overnight, here's how | 
think things will happen when the smoke of 
the fighting clears about a year from now: 

* Sega will achieve a solid market share 
for its Genesis and probably have the largest 
16-bit user base in June 1991. Introduction 
of a portable will help the Master System, 
though not enough to topple the NES. 

* NEC will sell enough TurboGrafx-16 
systems to stay viable and profitable in the 
market. Introduction of a compatible 
portable is bound to help too. The CD oper- 
ation should be making headlines by the 
1991 summer Computer Electronics Show, 
and NEC may be looking forward to spec- 
tacular sales years 1992-1995. 

* Nintendo will stay the number-one 
name in video games due to strong across- 

the-board 8-bit, portable and 16-bit sales. 

Third-party software support for the 

NES, coupled with a hardware 

price reduction, should keep the 

8-bit money machine pumping. 

But widespread software dis- 

counting and closeouts will 

And the overall big win- 

ner of World Video- 

Game War II is... you! 

Monopolies get fat, 

greedy and lazy. The 

competition going on now, 

and that to come, inspires 

innovative new products, 

landmark developments and the kind 

of excitement that can make our hobby 

grow faster than ever. It's going to be a great 
time to be an electronic gamer. А 


Computer Art by Cathy Dunn 


Tank 
SPECTRUM HOLOBYTE 
Version: IBM PC ($59.95) 


Peace may be breaking 
out throughout Eastern 
Europe, but combat-vehicle 
simulators are still one of the 
popular forms of entertain- 
Overall ment on home computers. 
Extending the technology 
from their popular Falcon flight simulator, 
Spectrum Holobyte just brought | 
out its first entry into the popular | 
ground vehicle-simulator field. 
Appropriately named Tank, it puts | 
the player in charge of modern 
U.S. forces as they face off against 
formidable opponents in various | 
areas throughout the world. The | 
opponent's forces include the best | 
in the current Soviet arsenal. T-80 | 
and T-72 tanks, Hind attack heli- 
copters, Frogfoot aircraft and 
other vehicles meet the best the 
U.S. has to offer. 

The game also features the 
varying scale becoming popular in 
vehicle simulators. The lowest | 
level lets the player command the 
functions of a single tank as either 
gunner, driver or commander. The 
tactical level is a bit above this and 
puts the player in control of an 
entire platoon of four tanks. 
Finally, those who prefer even | 
more control of the overall action | 
can play the battalion commander | 
at the operational level, control- 
ling four different platoons. 

Though the most experienced 
players will jump between each of 
these levels many times during 
play, the game was designed so that the entire 
mission can be played at the operational level 
and still accomplish the goals of the many 
included scenarios. 

The rule book is fairly lengthy and requires a 
bit of time to read, but the material is well writ- 
ten. In addition, a special "Five Minutes to Play" 
card allows the player to jump right into the 
starting scenario. 

Tank action occurs in three different areas: 
Fort Knox, the Army's armored-vehicle training 
center; Europe, still the probable sight of any 
direct U.S.-Soviet confrontation; and the Middle 
East, likely to remain a potential hotspot for 
many years to come. The first five scenarios in 
Fort Knox familiarize the player with the many 
aspects of modern tank combat and prepare the 
tanker for more intense missions to come. 

Three different skill levels are available dur- 
ing play. The beginner level features all clear, 
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daylight conditions and perfect information on 
enemy movements. The intermediate level has 
less accurate information on the enemy and 
visual conditions, which vary with the time of 
day. The advanced level has intelligence infor- 
mation close to that of actual combat as well as 
an even more skillful opponent. 

Quality graphics are very important to any 
vehicle simulator. Tank does fairly well in this 
area, though it lacks some of the flash in other 
games, Terrain is made up of vector graphics; 
the algorithms used are fast and terrain 
scrolling is therefore smooth. Screen updates 
do not take much time at all. 

On the downside, the views are 
rather plain and only a limited amount 
of items are drawn other than the 
| ground itself; mostly houses and some 
silly telephone poles. These poles 
could have been left out without much 
loss, since they are drawn a single line 
thick and serve only to block tanks driv- 
ing too close. Computer drivers easily 
| maneuver around them, but the player 
| may find himself stalled by these tow- 
[|| ering menaces. It's a cute idea that hin- 

| ders game play. 

The keyboard is used for most 
‚ actions during the game, though a joy- 
| stick can control tank and gunsight 
movement. The game does not have a 
keyboard overlay; instead it uses a sep- 
arate card with the functions available 
at the different stations. 

Tank is the first in what Spectrum 
4 Holobyte calls its "Electronic Battlefield 
| Series." These games will all be net- 
| work-compatible for head-to-head 
| competition via direct connection or by 
| modem. Tank already has this feature, 
and once their A-10 simulator is out it 
should be possible to add airplanes- 
vs.-tanks to the current tank-to-tank 
capabilities. Tank is currently only 
available for IBM PCs and compatibles, 
but versions for the Macintosh, Atari 
ST, Amiga and Commodore 64 are 
planned for later this year. 

One of the game's major flaws is 
the number of hits it takes to kill an 
enemy tank. While current U.S. and 
Soviet doctrines call for abandoning a 
tank once it starts burning, in this 
game flaming tanks continue shooting. 
A tank must literally be blown apart to 
eliminate it. 

The other noticeable problem is the 
scale of play. There's a well-known 
cliche stating that warfare is "long 
periods of intense boredom punctuat- 
ed by moments of sheer terror." This 
effect is a constant thorn in the side of 
many combat games, including Tank. It 
takes too long to get to the action only 
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to have actual combat go so fast that the player 
can make no useful input. 

Tank is a fairly solid simulation of modern 
tank combat and comes near the standards of 
other Spectrum Holobyte releases. 
Unfortunately it falls a bit short of the ideal. But 
Spectrum Holobyte's excellent record of updat- 
ing their products provides good reason to 
believe that future versions of the program will 
make it a true contender for the lead in the field. 

—BR. Bradley Andrews 


Spectrum Holobyte 
2061 Challenger Drive 
Alameda, CA 94501 
(415) 522-3584 


Hoyle's Book of Games 


SIERRA ON-LINE 
Version: IBM PC ($34.95) 


Computer card games have 
been around since early in the 
high-tech revolution. 
Containing elements of 
both skill and luck made 
them prime candidates 
ШШЕ for computerization. 
However, although this form of gaming 
was enjoyed by a small group, no pro- 
gram has ever reached widespread pop- 
ularity. Sierra On-Line is now seeking to 
break this trend with its recent release, 
Hoyle's Book of Games. Not only does it 
cover some of the most popular card 
games from the famous book of the 
same name, it adds a feature missing 
from most other adaptations: "real" 4 
computer opponents. 

Hoyle's Book of Games is the 
first of a planned series and covers 
eight classic games: Gin Rummy, 
Old Maid, Hearts, Cribbage, Crazy 
Eights and Klondike Solitaire. One 
human player faces off with up to | 
three computer opponents in con- 
tests of skill and chance. 

Klondike is the only solitaire 
game in the bunch and features 
three variants: one works with a 
single trip through the deck, flip- 
ping one card at a time and the 
other two feature unlimited trips 
overturning either one or three cards at a time. 

Gin Rummy and Cribbage, both two-player 
games, require a single computer oppo- 
nent. Each involves scoring points for runs 
and pairs of cards. With Gin Rummy, the 
first player with 100 points wins, while 
Cribbage has the players racing around a 
track. Each point advances the Cribbage 
peg one space, and the first player to | 
reach the final hole wins the game. The 
first player to win seven games wins the 
match. 

Old Maid is the simple game in which 
from two to four players try to match up 
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Hoyle’s Book 
of Games brings 
some of the old- 
time favorite 
card games to 
the screen, such 
as Gin Rummy, 
Cribbage and 









































pairs of cards and avoid being stuck with the 

"Old Maid," an unpaired queen. Low on strate- 

gy, the game can be a fun diversion and is good 

for younger players. 

Crazy Eights and Hearts, the final two games, 
typically feature four different players, though 
fewer can be used if desired. Crazy Eights was 
the prelude to the popular game Uno and is just 
as much fun. Each player must play a card that 
matches either the suit or number of the current 
face-up card, with eights 
being wild. When one per- 
son runs out of cards the 
round is over. Hearts is 
similar in many ways to the 
popular games bridge and 
euchre, with each player 
trying not to take the hands 
with hearts in them. 

The SCI (Sierra Creative 
Interpreter), the system 
used in other recent Sierra 
releases, is used in Hoyle's 
Book of Games to produce the same quality 
graphics that players have come to expect from 
Sierra products. The fronts of the cards are 
highly legible, and any of nine differ- 
ent patterns can be used during play 
to decorate the backs. Either mouse 
or keyboard are used during play 
depending upon the player's prefer- 
ence. Each works smoothly enough 
that the player can focus on actual 
play, not the interface. The rules are 
included both in the manual and 
online, a flexible approach. 

In addition to endowing the game 

with lively music and sounds from the 

IBM's internal speaker, Hoyle's Book 

of Games is compatible with several 

of *he sound boards that are 
becoming common on many PCs. 

One of the game's greatest 
appeals is the previously mentioned 
artificial personalities. Eighteen dif- 
ferent players are available, includ- 
ing visiting stars from other Sierra 
titles such as Larry Laffer from 
Leisure Suit Larry, Roger Wilco 
from Police Quest and King Graham 
from the Kings Quest series. A 
grouchy dog is also included to 
amuse the young (or young-at- 
| heart). Each has their own play 
style, which includes giving whimsi- 
cal comments during the course of 
game play. 

Hoyle's Book of Games is a very enjoyable 
set of eight popular card games. The easy 
interface and provided online help allow 
any player to quickly learn and play any of 

| these classic games. It's sure to be a family 

hit and should be on the top of anyone's 
buying list. 
—R. B. А. 


Sierra On-Line 

P.O. Box 485 
Coarsegold, CA 93614 
(209) 683-4468 
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Quest For The Staff Of Demos 


“Solstice, a new action/puzzle game...a challenging task indeed...three dimensional view.” 
Nintendo Power™—March/ April 1990 
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License to Kill 


DOMARK/BRODERBUND 
Versions: Amiga ($34.95), Atari ST 
($34.95), IBM PC ($34.95), 
Commodore 64 ($29.95) 


"Bond, James Bond." He's 
known in almost every house 
throughout the U.S. Millions of 
viewers watched the exciting 
] adventures of England's 
| famous Agent 007 as he 
fought worldwide crime. Even 
with a new face, that of actor Timothy Dalton, 
Mr. Bond is as popular as ever. 

One of the most exciting parts of the Bond 
movies is the action, and DoMark attempted to 
capture this essence in their recent arcade-style 
release, License to Kill. Based on the movie of 
the same name, it casts the player in 
Bond's role as he faces six different chal- 
lenges in his attempt to destroy the evil 
drug smuggler Sanchez. 

Play begins with Bond and his partner, 
Felix Leiter flying their helicopter over 
Cray Cay to prevent Sanchez from escap- | 
ing in his jeep. Next Bond leaps into | 
action and must make his way through a | 
large number of Sanchez's henchmen set 
up to ambush him. He has only his wits 
and a 15-shot Baretta to ensure—or at 
least try to ensure—his survival. 

Then Bond must reboard the heli- 
copter and attempt to capture 
Sanchez's escape plane—in midair of 
all places. The fourth segment places 
Bond right into the thick of things as NE 
he interrupts a drug smugglers' drop- № 
off. It takes all his swimming and 
underwater-combat skills to escape. 
Fortunately, he can capture the 
enemy divers' own weapons to help 
protect himself. 

After this comes a high-speed 
barefoot water-ski excursion behind 
the escaping seaplane. Dodging 
rocks and floating objects, Bond must 
work his way forward, to gain control of the 
plane itself. The final phase occurs just after 
Sanchez's drug factory is destroyed. Somehow 
Sanchez escapes again, and Bond must use a 
crop duster to land on a special truck that can 
then be used to destroy 
all of Sanchez's fleet of 
drug-carrying tankers. 

Unlike the movie, 
there is no end to 
Bond's chase, After the 
final level is complete, 
play begins again at the 
start, though it's sped 
up. Graphics are the 
game’s strong point; 
those in License to Kill 
are crisp, clear and legi- 
ble. Most objects stand 
out from the screen with 
a 3-D look and feel to 
them. Unfortunately, 
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this is the only good thing about the game. 

Play in License to Kill is extremely difficult to 
learn, and this greatly hinders enjoyment. The 
skimpy documentation doesn't help here either. 
A complete list of available actions is given in 
the four pages of rules, but little of the strategy 
is explained. It takes a while for even the most 
experienced players to get the hang of things. 
Unfortunately, things that should work don't, 
and things that shouldn't do. 

For example, in the first stage, the best way 
to get through is simply to fly forward as fast as 
you can. Enemy shots seem to have no impact 
on Bond's helicopter, and maneuvering to 
destroy any of the hostile installations often 
brings the helicopter in contact with one of the 
many trees or buildings that line the route. 
Strangely enough, even at the highest altitude, 
these obstacles cannot be flown over; they sim- 
ply destroy the chopper. Let's get serious for a 

_ minute—can anyone tell me what kind of 
helicopter cannot fly over à few trees or 
| buildings? 

Varying the play mechanics between 
phases is a good idea. If properly execut- 
ed it would have made the overall game 
more challenging and enabled it to hold 
up to repeated playings. But DoMark 


з | failed to produce the proper balance 


between playability and difficulty. Rather 
than an ongoing challenge, they ended 
with a frustrating experience. 

License to Kill does not live up to its 
hype or the movie on which it is based. 
While the play segments are drawn 
from the film, the action falls far short 
of the excitement that makes every 
Bond movie a favorite. 

—R. B. A. 


DoMark 

c/o Brederbund 

| 17 Paul Drive 

| San Rafael, CA 94903-2101 
| (415) 492-3200 


Sword of the Samurai 
MICROPROSE 
Versions: IBM PC ($59.95) 


It was a time when the 
worth of a man was measured | 
by his skill with steel, a time Анды 
when honor and duty were БЫ 
more important than life itself. Б 

The Japanese feudal peri- 
od has proven a highly effec- 
tive setting for all types of popular media, 
including several computer programs prior to 
Sword of the Samurai. Players who have striven 
to attain the Shogunate in these other games 
(particularly Koei's fine release, Nobunaga's 
Ambition) may question the need to purchase 
this product and begin their struggle anew. The 
answer lies in the approach chosen by the 
design staff at MicroProse. Prior products cap- 
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tured the economic, political and military intri- 
cacies of the period, but did little to convey the 
essence of what life as a samurai was like. 
When MicroProse made the attainment and 
maintenance of honor (which retains its posi- 
tion as the dominant influence in Japanese 
society even today) the focal point of Sword of 
the Samurai, they created the first true samurai 
simulation, 

The player begins as a 
young samurai of 15, the 
age of ascension marked 
by a ceremony known as 
gempuku. In this capacity, 
the on-screen protagonist 
rules a small fief, has a 
few lesser samurai as 
retainers and is one of 
several other vassals to | 
the ruler of the province, 
known as the hatamoto. 
The object of the game is 
to attain the positions of 
hatamoto, daimyo (the 
leader of a clan) and 
Shogun (the leading 
daimyo in all Japan). Each 
contender for these posi- 
tions is rated for his honor, 
land holdings, samurai 
retainers, generalship and 
ability as a swordsman. 

The player begins each 
of the three levels of the 
game as the least capable 
and must strive to over- 
come rivals prior to 
ascending to the next 
level. In the struggles for 
hatamoto and daimyo, | 
this rarely involves open 
combat, as such a thing 
would be quite dishonor- 
able among members of 
the same clan. Instead, 
one's honor is raised 
through the completion of 
deeds for one's master, 
such as defeating bands of 
thieves, pirates or wander- 
ing ronin (masterless 
samurai). Additionally, 
one may achieve a more honorable position by 
putting down rebellions, donating land to the 
Buddhists or marrying well. Players may also 
experience some of the less savory and most 
dishonorable aspects of the quest for power. 
Kidnapping, assassination, treacherous theft, 
rebellious incitation and setups are features of 
the era that find their way into every game, 
whether the player opts to utilize these tech- 
niques or not. 

Sword of the Samurai is a difficult game to 
classify. In addition to the simulation and obvi- 
ous role-playing qualities, elements of the game 
should appeal to strategy and arcade enthusi- 
asts as well. The former will appreciate the 
clash of armies, depicted from an eye-in-the-sky 
perspective, with animated formations advanc- 
ing, clashing and retreating over realistic terrain 
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MicroProse's 
Sword of the 
Samurai mixes 
strategy, RPG, 
arcade and sim- 
ulation elements 
into one tight 
package. 








features. Standard battle formations and 
maneuvers of the period are faithfully re-creat- 
ed, with the ability to intervene and reposition 
forces to flank or enfilade the enemy. 

Arcade aficionados will appreciate the two 
forms of individual combat. The most classic of 
these involves the confrontation of two samurai 
in a duel to the death. Players view their charac- 
ter from behind as he advances from the bot- 
tom of the screen toward his opponent. A full 
range of parrys, blocks and attacks are available 
(joystick control is best), and the opponents are 
often quite challenging. The other form of indi- 
vidual combat occurs when one takes on gangs 
of bandits or enters another's castle for the 
commission of an illicit deed. The latter is the 
most dangerous because all guards must be 
killed quickly so as not to spread the alarm. 
None that have seen the character may be left 
alive to identify him as the perpetrator of the 
heinous act. Combat occurs from a top-down 
perspective similar to Gauntlet, and the charac- 
ter can kill enemies at a distance with arrows. 

In addition to the animation of the action 
sequences, the game is filled with numerous 
still-life screens depicting events occurring 
around the player. Each of these has the charac- 
ter and quality of a fine Japanese painting and 
greatly enhances the aesthetic appeal of the 
product. Owners of Ad Lib sound boards will 
also be impressed by the authentic Japanese 
Kabuki music that complements the flow of 
events perfectly. 

Sword of the Samurai is definitely a tour de 
force of life as a warlord in feudal Japan, and a 
product of extreme honor. 

—Ed Dille 


MicroProse 

180 Lakefront Drive 
Hunt Valley, MD 21030 
(301) 771-1151 


The Third Courier 


ACCOLADE 
Version: IBM ($39.95) 


Although recent events in 
Eastern Europe and the city of 
Berlin may make the setting of 
The Third Courier obsolete, 
the political intrigue and espi- 
onage portrayed by the game 
remain firmly rooted in reality. 
Players assume the personality of Moondancer, 
an operative of an unnamed intelligence agency 
known simply as "the Company." The premise 
of the game involves the disappearance of three 
couriers en route to a top-secret conference in 
Brussels, each of whom carried a segment of 
the NATO non-nuclear defense plans. Given the 
existing trend toward disarmament, the value of 
such information to the Warsaw Pact would be 
undeniable. Moondancer must recover the 
three components prior to the NATO meeting, 
and before they can be passed to the Soviets. 

Players must initially establish a dossier for 
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the agent they intend to control 
throughout the game. Basic choices 
are required for personal history, 
interests, age and a cover occupa- 
tion. The character is then given one 
or more personality traits as well as 
numerical ratings for some standard 
role-playing character attributes: 
strength, intelligence, knowledge, 
intuition and health. As players solve 
puzzles, they gain experience points 
that modify these attributes and 
reveal additional personality traits as 
well. The idea that characters 
wouldn't already know these idiosyn- 
crasies about themselves is unrealis- 
tic, but the game mechanic works in 
context. 

All events in the game are driven 
from a central action screen. The left 
side of the screen is bordered like a 
strip of film, the center of which provides a 
first-person perspective in the direction the 
character is facing. The graphics within the 
window are rudimentary. All streets in Berlin 
are virtually indistinguishable from one 
another without the aid of a status box giv- 
ing the current location. Berlin, sans any sign 
of human habitation (i.e., pedestrians, auto- 
mobiles, etc.), is noth- „, 
ing more than an X, Y 
grid for movement 
purposes. 

Interactions with 
non-playing charac- 
ters (NPCs) occur ran- 
domly for unimpor- 
tant encounters like 
fending off the seem- 
ingly endless array of 
vagabonds and 
drunkards that are 
intent on doing in the 
player character and 
whenever the charactor enters establish- 
ments or offices. Dialogue interaction with 
NPCs is limited and canned—people either 
know something relevant or they don't. The 
right side of the screen consists of a bar 
graph of the levels for each character 
attribute and pull-down menus of the differ- 
ent actions available to the character. The 
fact that certain options are shaded and 
unavailable at certain times actually serves 
to simplify some of the decisions. 

The fictional storyline is tightly written 
and well paced. Many of the puzzles are 
quite challenging and require a fair amount 
of footwork exploring Berlin to assemble the 
necessary clues. Because one is working 
against the clock, it's important to search for 
the missing items in the proper sequence. 
The race against time is aided by the ability 
to obtain many of the necessary clues in sev- 
eral ways. Also, when a clue leads to a cer- 
tain location and the event expected does 
not occur immediately upon arriving there, 
utilize the stakeout option. 

The Third Courier is an intermediate-level 
adventure that proves a welcome change of 


124 








Berlin is the 
setting for The 
Third Courier, an 
original , high- 
quality adven- 
ture game by 














Graphics 





pace from the current glut of genre-specific 
role-playing games (i.e., science fiction/fanta- 
sy). This isn't to demean the many fine prod- 
ucts that are contained in those groupings, 
but programs such as The Third Courier win 
points for originality. 

The game supports hard-disk installation, 
joystick or mouse input and is only copy pro- 
tected via a slide-rule code device provided. 
Despite the somewhat disappointing lack of 
ingenuity in the graphic presentation and 
other minor shortcomings noted herein, The 
Third Courier is a worthwhile addition to any 
adventure gamers' library. 

—E. D. 


Accolade 

550 S. Winchester Blvd. 
San Jose, CA 95128 
(408) 985-1700. 


Space Rogue 
ORIGIN 
Versions: Apple 11 ($49.95), 
Commodore 64 ($49.95), 
IBM PC ($49.95) 


Space Rogue is perhaps 
the most nonlinear adven- 
ture game yet designed. A 
tremendous interweaving 

| of personalities and ambi- 
Overall tions occurs in a plot of 
| cosmic proportion. Indeed, 
the fictional premise rivals that of Orson 
Scott Card's Enders' Game or Frank 
Herbert's classic Dune series. 

Players of Sir-Tech's 3-D space combat 
simulator, Deep Space, may experience a 
sense of déjà vu in the initial segments of 
Space Rogue. To a certain degree, this per- 
ception is correct as both games were 
designed by Paul Neurath. The similarity 
ends promptly, however, when one 
becomes involved in the role-playing por- 
tion of Space Rogue. From the start, players 
have an inkling that storm clouds are brew- 
ing on the horizon, but no clear idea of how 
to influence the events that are occurring 
automatically, exclusive of any player inter- 
action. 

The character begins alone in a scout 
vessel, far from the nearest starbase, with 
no objective other than survival. Virtually all 
events occur in the Far Arm, a frontier of the 
Imperium that borders on Manchi space. 
The Manchi are a sentient race of insecti- 
soids about which little is known, because 
so far no one has determined how to com- 
municate with them. 

Players opt to become either merchants, 
pirates or bounty hunters. These are not 
clear-cut labels, as each player is rated for 
their reputation with each of the three 
groupings based on actions taken through- 
out the game. As an example, if one encoun- 
ters a merchant in deep space and fires on 
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it, this raises one's 
standing with the 
pirates but lowers one s 
standing with the other 
groups. Herein lies the 
major temptation to 
lead players astray. 
Regardless of the cho- 
sen profession, if a 
player focuses upon 
becoming the best at 
that profession and 
arming their ship 
accordingly, space com- 
bat becomes the center- 
piece of the game. This 
was the goal of Deep 
Space but that is defi- 
nitely not the focus of 
Space Rogue. 

There is little to pull 
errant players into the 
mainstream of the 
game. Consequently, 
it's necessary to active- 
ly pursue every angle 
and minor objective | | 
until one is suddenly thrust into the heart of the 
game. When this happens, the seemingly 
unrelated objectives pursued up to that point 
start to crystallize in the players’ mind. The 
manner in which Space Hogue accomplishes 
this, and the subtle layering of information, cre- 
ate the most realistic feeling of “having great- 
ness thrust upon one’s self” ever produced by 
any game. 

The program is sound, with only one minor 
mechanical inconvenience. Copy protection is 
via documentation, but if one makes a mistake 
typing the required word, all subsequent 
attempts to restore the game via inputting the 
correct word will be greeted by a message 
intended for pirates. This situation continues 
until the computer is rebooted. The program 
supports hard-drive installation, joystick or 
mouse input (although keyboard control of 
space combat seemed easiest), and all graphics 
modes through VGA/MCGA. 

The illusion of 3-D space combat, especially 
in the Newtonian flight mode, is quite convinc- 
ing. Spacecraft are depicted in polygon-fill 
mode against a star-studded, black-matte back- 
ground. Object animation is smooth and flaw- 
less as the craft conduct all forms of maneu- 
vers for combat and evasion. In various star 
bases and outposts, players view an overhead 
perspective of their character and the room cur- 
rently occupied. All items in the room may be 
inspected when standing nearby, and NPC 
interaction occurs via pull-down menus from 
the main screen. The gamer selects topics from 
the menu to receive preset speeches or uses a 
limited parser to inquire about other subjects. 

Although players are cautioned not to 
become overinvolved in space combat, it's still 
important to develop a proficiency, as this is 
vital to the end game. (Don't try the end game 
until equipped with a stealth device.) Another 
area that must be mastered is the successful 
transit of the Malir gates, essentially worm 
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holes in space that allow rapid movement from 
one system to another. Finally, as would be 
expected, the Far Arm is a dangerous place, so 
frequent game saves are in order. 

Space Rogue is a highly intriguing, challeng- 
ing glimpse of an alternate reality. Players will 
find that the full scope of the undertaking is not 
evident until one is well into the game, but it's 
a journey not to be missed. 

—E. D. 


Origin Software 
P.O. Box 161750 
Austin, TX 7871 
(800) 999-4939 


№ Came From the Desert 
CINEMAWARE 
Versions: Amiga ($49.95), Atari ST 
($49.95), IBM PC ($49.95) 


This breathtaking arcade- 
adventure is another 
Cinemaware time capsule. 
Designer/director David 
Riordan and producer Pat 
Cook present a science-fic- 
tion scenario set in the early 
1950s, when men were men, women were 
women and bug-eyed monsters crawled out 
from under every rock. 

David Riordan's name may be new to many, 
even though he has made many contributions 
to interactive gaming, but /t Came From the 
Desert proves he's an outstanding talent. No 
game has used cinematic techniques more 
effectively or blended action, strategy and role 
playing with more skill. 


RATINGS: 
Sound/Music 


The nearly seam- 
less script would do 
credit to a topflight 
action film. Not only 
is the dialogue at 
least as good as any 
found in the B- 
movies that inspired 
it, but the structure 
of the interactive 
experience is flaw- 
less. Events naturally 
lead the player, as 
Dr. Greg Bradley, 
from mind-stretch- 


ing hunts for concrete evidence to heart- -stop- 


ping confrontations with the mutant ants. The 
logical flow of the multipathed 
plot makes a certified classic 
| like Defender of the Crown 
seem crude by comparison. 
| The action is centered in 
Lizard Breath, California, a 
dusty jerkwater town in the 
desert. The player can wander 
through the community, meet- 
ing and talking with its assorted 
citizens. Though this doesn't 
always advance the plot, it's an 
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continued from page 126 
opportunity not to be missed. In particular, a 
trip to the bar is strongly recommended. 

The central portion of 
the main display screen 
presents the illustrative 
material. It's first-person 
perspective when exploring 
the town or encountering 
the ants, though overhead- 
perspective maps are uti- 
lized in battle games and to 
monitor the deployment of 
bug-chasing forces. 

Jeffrey Hilbers and Jeff 
Godfrey illustrate so well 
that /t Came From the 
Desert looks a lot better 
than the movies it suppos- 
edly imitates. The still 
screens really show off the 
graphics power of the 
Amiga and Atari ST. 

Although there is a lot 
happening in /t Came From 
the Desert, the streamlined 
user interface keeps play 
mechanics subordinate to 
the play experience. The 
documentation is unusually 
thorough for a Cinemaware 
title, but the game is extremely easy to learn. 

The Thought Box, located immediately 
above the graphic display, offers choices. The 
player highlights the desired selection with 
the joystick and presses the action button to 
confirm the command. If the option has a lim- 
ited time frame, it blinks to alert the user. The 
bottom quarter of the screen contains the text 
box, which prints descriptions and narrative. 

From the first game of chicken on the high- 
way to the burn-the-nest firefight, /t Came 
From the Desert is computer entertainment at 
its finest. With half the year gone by, it rates 
as an early favorite to capture "Game of the 
Year" honors next winter. 


Г 


САМЕ FROM 
а THE 


DESERT - 


—Arnie Katz 


Cinemaware 

4165 Thousand Oaks Blvd. 
Westlake Village, CA 91362 
(805) 495-6551 


Sands of Fire 


THREE-SIXTY SOFTWARE 
Versions: IBM PC ($44.95), 
Macintosh ($49.95) 


Tank simulations have been 
rolling through the software 
marketplace lately like Patton 
smashing through the Reich's 
tattered defenses at the close 
of WWII. Since the start of 
1989, no fewer than five new 
tank simulations—including Abrams Battle 
Tank (Electronic Arts), Tank (Spectrum 


RATINGS: 


Sound/Music 
‘Graphics 


Playability 


Overall 
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Above: If Came 
From the Desert is 
an early favorite 
for VG&.CE’s 1990 
Computer Game of 
the Year. 


Below: Three- 
Sixty Software's 
tank simulation, 
Sands of Fire, may 
well be the most 
enjoyable game 
to arise from this 
computer genre. 





Holobyte), Stee/ Thunder (Accolade) and Heavy 
Metal (Access)—have debuted, making it easy 
to get lost in the crowd. Yet amidst all the 
grinding of heavy treads and the sparkle of late 
20th-century high technology, the most enjoy- 
able tank game of the new breed may well be 
Digital Illusions’ Sands of Fire. 

Sands of Fire eschews the wonders of mod- 
ern warfare in favor of the more classic view of 
tank warfare: the player commands combined 
U.S. and British tank units against the fabled 
Afrika Korps. Here are tanks that are truly 
tanks—none of these contemporary computer- 
ized monsters with their Sabot rounds, TOW-2 
missile launchers, automated targeting and 
Halon anti-fire systems. The four types of 
armored mobile weapons available here—M3 
Stuart, Crusader Cruiser, Matilda and M4 
Sherman tanks—are the gritty mechanized 
monsters we all remember from films like 
Attack and Battle of the Bulge. They're big, 
slow, ugly, unsophisticated and tremendous 
fun to operate within the context of this intelli- 
gently realized simulation. 

After booting-up, the user gets a choice of 
options: Training, Single Battle, Campaign and 
restoring a previously saved game. If the player 
selects the battle option, a map appears listing 
the available battle and campaign scenarios: 
Kasserine Pass and Tunis & Bizerte (American 
troops), Taking Tobruk, Operation Crusader, Fall 
of Tobruk and El Alamein (British). An overview 
for the battle/campaign area then appears, fol- 
lowed by ammo configuration and battle 
orders (route, НО locations and battle area). 
The player then selects from the available tanks 
and chooses the formation(s) from which they 
will wage war. 

Once the pregame options are dealt with, 
the battle begins, and this is where Sands of 
Fire really shines. The visual display is one of 
Sands' strongest features: a triangular, three- 
window view of the battlefield underneath 
which is arrayed a vivid first-person presenta- 
tion of the tank's innards. After each round is 
fired from the main gun, the spent shell must 
be ejected and a new shell selected. A pair of 
hairy arms then appears, lifts the shell from the 
appropriate rack and loads it into the breach. 
When the machine gun fires, we see the ammo 
belts moving through an automatic weapon as 
case after case of ammo is used up. The com- 
mand buttons are easy to use: a pair of turret 
controls (fast and slow turn), 
elevation controls for the 
main gun, fire buttons (for 
main and machine guns) and 
a "sight" command that 
8 allows the commander to use 
FÎ the binoculars for in-close 
targeting. The graphics and 
29 animation are fabulously 
= realistic in the Macintosh ver- 
sion we tested, and the pro- 
gram also makes excellent 
use of speech synthesis (for example, after a 
new shell has been loaded, the commander is 
appraised by his crew of the shell type and its 
ready status). 

Tanks of this era may not have possessed 
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your skills against ROCK'N’ 
BALL’S brand- new twists 
on this popular game. 













Nostalgic pinball is back with some very 
modern concepts! Enjoy seven different 
games with six different characters such as 
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for higher and higher scores! 
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the wonders of our modern age, but they make 
ideal grist for the gaming mill, as Sands of Fire 
aptly demonstrates. Here, war is not some 
remote exercise, conducted from the bowels of 
an all-but-impenetrable rolling fortress, but a 
hands-on and decidedly deadly business. 
Sands of Fire is highly recommended for fans 
of this genre. 

—Bill Kunkel 


Three-Sixty Software 

2105 S. Bascom Avenue, Suite 290 
Campbell, CA 95008 

(408) 879-9144 


Trivial Pursuit 


PARKER BROTHERS 
Version: IBM PC ($34.95) 


Breathes there a soul with 
mind astute who has not yet 
played Trivial Pursuit? This 
board game keeps trivia fans 
burning midnight oil around 
America's kitchen tables to 
| determine who has the most 
useless knowledge. Now it's been updated for 
computer by Parker Brothers' first entry in the 
'90s electronic market. 

One to four players may play; up to three of 
the four may be computer personalities. 
Available are Holly Wood, entertainment insid- 
er; Deke Athlon, sports whiz; Mme. Musique, 
notable for musical knowledge; Prof. Prune, 
academically educated; Joe Average, all- 
around eclectic; and Arndt Sharp, who surpris- 
es everyone when he gets an answer right. 
(The selection screen notes: "You've forgotten 
more than Arndt will ever learn.") 

Another screen offers the choice of question 
categories—six subcategories each in five gen- 
eral categories: 1980s, Volume Il, Sports, Music 
and Movies. Each player moves markers 
around the perimeter or along the spokes of a 
circular game board according to the throw of a 
die. The idea is to circumnavigate the board, 
then move into the center to win. It's not quite 
that simple, though. 

Spaces are color-keyed to question cate- 
gories or hold-dice icons allowing a rethrow. 
On a color space, the player must correctly 
answer a question to continue play. The player 
may move in any direction, selecting any place 
at the distance thrown, but the object is to land 
on the space at the head of each spoke and cor- 
rectly answer a question there. This gains the 
player one "wedge." Only when all six wedges 
are won does it behoove the player to aim for 
the center. The place and the win must then be 
earned by correctly answering a final, random- 
ly chosen question. 

Graphically, the programmers did pretty 
well by this game considering that they stuck 
strictly to CGA and EGA versions, with no sup- 
port for Tandy's 16-color mode or other moni- 
tor modes. М comes on two 5.25° floppy 
disks—one for the program and one for ques- 
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Trivial Pursuit 
marks Parker 
Brothers' return 
to software pub- 
lishing and is a 
product that 
should satisfy 
fans of the trivia 


board game. 


tions and answers—or one 3.50' disk and takes 
quite a while to load. 

Because it takes so long to load, a chatty 
README file recommends copying the game 
onto a hard drive, using an included installation 
program. Its author notes that an alternative is 
to get in the habit of visiting the refrigerator 
while the game is starting—a technique that 
works, but may tend to gain players a few 
pounds as an undesirable side effect. Whether 
you. use the hard disk or refrigerator method, 
the game's key 
disk-protection 
technique 
requires that 
the original 
master pro- 
gram disk be in 
a floppy drive 
when starting. 
The dreaded 
inconvenience 
| of using the 
5.25 floppy 
disks is com- 
pounded by the 
subtle reality 
that regardless 
of whether or 
not the №. has more than one floppy drive, 
the program and question disks must run on 
the same drive and therefore must be switched 
when the time comes. A game may be saved 
(though, sadly, only one at a time), if desired. 

There are limitations in terms of reacting 
with the computer-generated players, of 
course, and the program's limited database of 
congratulatory and/or sympathetic remarks— 
"You're on a roll” and “Who knew that one? 
Not me!"—tends to wear thin. There are musi- 
cal leitmotifs for each category of question; the 
music can be turned off from a help screen if 
that, too, gets old. 

The questions are hard, which is perhaps 
good in that it may keep the circulation among 
the players going. The program is designed so 
that if one exits the game properly each time, 
the entire repertoire of questions will cycle 
through before repeating. 

Despite the presence of the computer-gener- 
ated players, this is a game best played with 
two or more human participants for the follow- 
ing reason: A lone player is on the honor sys- 
tem with Trivial Pursuit. In this version it's up to 
the player to acknowledge whether he or she 
answered a question correctly. There's nothing 
wrong with that—in the long run, as everybody 
knows, cheaters only cheat themselves—but 
there is sometimes a temptation to just get on 
with it after missing several difficult questions 
in a row. 

Trivia games are perennially popular, and 
this computerized version is certain to make 
fans of the genre happy. 


—Ross Chamberlain 


Parker Brothers 

50 Dunham Rd. 
Beverly, MA 01915 
(508) 927-7600 
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programmable practitioner begins 

awarding game packets for the best 
letter, so let's dig into our mailbag and see 
who copped the historically significant first 
prize. We had several strong contenders 
this month, but my favorite was from Bar- 
bara J. Major of Tacoma, Washington: 


T Го п 


Congratulations on your retirement! | 
want you to know that | enjoy your 
monthly column in VG&CE tremendously 
and look forward to reading it every issue. 

| am a 36-year-old single woman who 
loves to play home video games. | don't 
have many sympathetic friends in my 
camp. Unfortunately, | am around adults 
most of the time [who] view my hobby as 
something for teenage lads. | can't con- 
vince them how thrilling it is to conquer a 
game and make it to the end of one that 
I've been working on for a year, but that's 
their problem. 

| am relatively new to this hobby (one 
and a half years) but have played, studied 
and practiced very hard at it. | presently 
own 49 NES games, 22 SMS games, 48 
Atari 2600/7800 carts, 20 Intellivision 
games, 11 TurboGrafx-16 TurboCards and 
seven for Game Boy. What drove me to 
dedicated video systems was the frustra- 
tion | experienced playing games on the 
computer, in particular, my Apple lic. l'm 
not trying to push my opinion, but a 
machine that does word processing and 
spreadsheets can't possibly give its all to 
game-playing, because its resources are 
split up too many ways. So, when | want 
to type | use the computer; when | want to 
play, | use my video-game systems. 

Now | have a few questions for you: 

1) Why does a lot of the music on the 
SMS cartridges have a similarity to it? 
Some of the themes don't vary much from 
the others, and worse yet, l've heard bits 
and pieces from some themes in other 
Sega cartridges! 

This is one reason why | shied away 
from buying the Genesis, great as it may 
be; Sega doesn't seem to offer the variety 
in sounds and music like Nintendo—or is it 
because the programming people just 
didn't take advantage of all it could do? 

2) How do the games get onto the cir- 
cuit boards and chips in the cartridges 
themselves? Some people have told me 


T his is the issue where your favorite 
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Fevered Brow! 
by The Game Doctor 


by chemical processes, some informed 
me "by computer-coding the chips"; 
what's the right answer, anyway? 

In my opinion, Nintendo is not being 
smart in delaying the release of its 16-bit 
machine in the U.S. They are going to 
regret this decision in the long run, no 
matter how much money they still garner 
from the 8-bit NES. 

Also, they waited too long to unveil the 
Mario/Luigi merchandising products. 
These are great characters, and all this 
stuff (dolls, pins, etc.) should have been 
out at least a year ago (long before any 
16-bit games hit the stores, [when] Nin- 
tendo was the indisputable reigning 
champ). | wasn't involved in the video- 
game hobby when it first hit in the late 
"70s; what | would give to have some of 
those early Pac-Man and Donkey Kong 
merchandising items. 

—Barbara J. Major 
Tacoma, Washington 


Great letter, Barbara. | didn't have any 
Pac Man or Donkey Kong items to for- 
ward, but an Activision cap, a key chain, 
stickers and two game buttons are en 
route! Now to answer those questions: 
Am e use of stock musical phrases is a 


Zpfactice that goes back to the early sound 


movies. Both the SMS and NES have 
approximately the same audio capabilities, 
but the Genesis has absolutely awesome 
sound effects and music. When the Doc 
slaps on his cans (headphones, that is) 
and gets into the stereo music and spec- 
tacular sound effects, my enjoyment of the 
game is enhanced by a factor of three. 

2) Most of today's video games are 
actually written using computer systems. 
When the code is ready, a device called a 
"ROM burner" is used to move the pro- 
gram to a cartridge. The burner is hooked 
up to the development system and blank 
chips are inserted into the ROM slots, 
enabling the code to be translated directly 
to the chip(s), which are less vulnerable to 
piracy than disk-based software. 

As to the wisdom of Nintendo's belated 
entry into the 16-bit dedicated market- 
place, you may be right. On the other 
hand, the Nintendo-based merchandise 
you refer to has been available for more 
than a year. In fact, many of those prod- 
ucts were first shown to the industry more 
than two years ago. As to why it took so 
long for them to reach your local store 
shelves, | have no idea. 

Thanks for the enjoyable letter, Barbara, 
and | hope you enjoy your prize packet. 


а оз Eo n 


Before | get into my question, | thought | 
would point out an error in your “diagno- 
sis" in the February '90 issue of VG&CE by 
referring to the Coleco Gemini as "an Atari 
2600 adapter for the ColecoVision." The 
Gemini was, in fact, a full-fledged "inde- 
pendent" video-game system that would 
hook up to your TV. It was slightly larger 
than the current 2600, dark in color, came 
packaged with the usual cables, had a 
pair of controllers that possessed both a 
joystick and paddle knob and Donkey 
Kong was a bonus cartridge. Expansion 
Module #1 was the Atari 2600 adapter for 
the ColecoVision, followed by Expansion 
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Module #2, which was the steering wheel, 
and unfortunately, the much ballyhooed 
Expansion Module #3 or Super Game 
Module was never released. Expansion 
Module #3 later became the ADAM Family 
Computer System. 

My question concerns the NES. Take 
any NES [and] flip it over. On the bottom of 
the unit you'll find the usual jargon about 
where it was made, etc. You should also 
see, almost in the center, a small plastic 
cover. Simply pinch the edges and take it 
off. Underneath, you should find a rectan- 
gular piece of raised plastic with "slits" 
along its edges. Its design led me to 
believe that it was intended to be removed 
very easily for one reason or another. At 
first, | didn't think much of it, but one day | 
took my NES apart to examine its internal 
make-up. To my surprise, | discovered that 
an expansion slot lay underneath that 
raised piece of rectangular plastic, similar 
to the ones found on the Atari 5200 and 
ColecoVision! | would appreciate it, Doc, if 
you could “operate” on an NES yourself 
and give us readers a "diagnosis" of the 
"patient's" expansion slot, calling upon 
your great medical expertise and perhaps 
a little inside information from Nintendo of 
America to get to the bottom of this video- 
game mystery. 

In parting, | leave you with another 
question: What do you think of the Turbo- 
Grafx-16's CD game player? Do you think 
this video-game medium will catch on? Or 
is it doomed to the same fate as laser 
disks (e.g., Dragon's Lair, Space Ace, etc.) 
when Coleco and Atari rushed to release 
their own laser-disk expansion units for the 
ColecoVision and 5200 respectively, billing 
them as the "wave of the future," only to 
have the idea and fantastic hype die with a 
sickening whimper? 

—4Jason P. Bennett 


You're quite correct about the Gemini: it 
was a 2600 clone, but it was an indepen- 
dent system, rather than an add-on for the 
with the first Expansion Module. 

As to the matter of the mystery NES 
slot, Nintendo will only say that it was orig- 
inally intended to be an expansion port, 
but since no compatible peripheral was 
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ever produced to use it (stateside, at 
least), it became a vestigial video-game 
organ of sorts. 

Finally, on the matter of the TG-16's CD 
peripheral, | have mixed feelings. | am 
absolutely confident that CD will become a 
viable memory-storage medium for com- 
puters and dedicated video-game sys- 
tems; | am not so sanguine about this 
particular CD player since it is so expen- 
sive (current discussions place the sug- 
gested retail price hovering near $400). 
Also, the CD-based software NEC is cur- 
rently producing is said to only make use 
of the CD in producing audio, which would 
not be sufficient to get the technology over 
the hump. Good letter, Jason! And, speak- 
ing of good letters, here's our first runner- 
up in the Prize Packet Sweepstakes: 


rcx 


As a newcomer to the IBM computers, | 
would like to know if [the work my daugh- 
ter does in school on her] Apple Il [can be 
converted] to accommodate my 5.25° or 
3.5° IBM floppy drives. If so, how might | 
have this done? 

— Мас McLellan 
Рой McMurray, Alberta, Canada 


a г г 

Sure, Mac, there are several ways you 
can transfer files from one system to 
another. If the computers have modems 
and telecommunications software, you 
could use a service, like Delphi or Com- 
puServe, for the file transfer. Just go online 
with the Apple and upload the files (which 
must be saved in ASCII). Then take the 
IBM online, go to the work area, and 
download those same files. There may be 
some infelicities in the transfer (boxes or 
other unwanted symbols may appear and 
some of the spacing may be wrong), but 
these can be easily remedied. 

The other way to do it is with a null- 
modem cable, which can be cheaply pur- 
chased in most computer stores. You'll still 
need telecommunications software, but 
this way you can literally hook the comput- 
ers together for a fast, direct transfer. 
Again, the transfer must be done with 
АЗС! (the standardized format for sending 
files between different computer systems) 
files, so when saving the Apple material, 
make sure it is saved in ASCII. А 


| 
| 


Q&A QUICKIES: 


e Chris Ticman of lovely Palm Springs, 
California, wonders if NES games "have 
some kind of time limit where the game 
might just die on you"? Not really, Chris. 


is no intrinsic process of decay that would 


“burn out" your cartridge. However, some | 


cartridges use a game-save feature that 
involves installing a battery in the cartridge 
casing. This battery leads the cartridge to 
think it's continually plugged in, thereby 
retaining the game in progress and high 
scores (that would otherwise be lost when 


| the game itself should continue to be 
| playable even after the battery expires. 


* John W. Ellis of Union, Kentucky, is a 


proud new Genesis owner, but he still feels | 


of the home consoles, especially in graph- 


32-bit processors or what? Actually, coin- 
ops use a wide array of special technology, 
ranging from super monitors to hyped-up 
processors. However, that is generally the 
rule for top-line products only. Many of the 


provide the housing, and the operator 


(rather than purchasing an entirely new 


| machine at a cost of at least several thou- 


board and cabinet art and, voila, a brand 
new game at a fraction of the cost. In fact, 


tertronic/Arcadia Amiga version "Mega 
in your local arcade. 

The bottom line, however, is that top- 
shelf arcade games—which are designed to 
play one game supremely well—are likely to 
systems, which must be designed to 
accommodate a wide variety of programs. 


| me we've run out of room this month, but 
we'll be here next issue with more greats | 


| Q's, several briliant A's and a Game Doc- 
tor prize packet for the best letter. Send | 


your prize-winning correspondence to: The 
Game Doctor, 330 S. Decatur, Suite 152, 
Las Vegas, Nevada 89107. See you in 30! 
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Getting Your Revenge With 
Double Dragon Il 
VIRGIN GAMES 
Versions: Amiga, Atari ST, 
Commodore 64, IBM PC 


In their latest adventure, twin brothers 


Billy and Jimmy Lee set out to wipe out the 


subhuman scum who sav- | 
agely murdered Billy's 
sweetheart, Marian. One or 
two players must fight their 
way through the heliport, 
into a warehouse, across 
the country and finally to | М0 
evil Willy's lair, where Mar- Т 
ian's body waits to be rein- 37 
carnated. = 

The strategy behind EORNM 
Double Dragon Il is a simple BNET. 
yet important one: Know Ё 
your powers and when to 
use them. There are five s 
separate moves that, when used at 
the proper time, bring our heroes out 
of most battles unscathed. The first 
is the simple punch, which is the 
main move to use at close range. 
Always try to be on the same 
horizontal level with an opponent 
when you're using this or any other 
move, except the hurricane kick. The 
punch is important because it's one 
of the only moves that players can | 
use without flying through the air. 
This allows players to continually 
punch an opponent at close range 
until he is eliminated. This move ' 
should also be used at close range to knock a 
weapon out of a thug's hand. The other hand 
move is the elbow, which can be used if a 
thug is sneaking up right behind the player or 
holding on from behind. Use it to knock the 
opponent back a step, then quickly turn and 
punch his lights out. 

The remaining three moves are kicking 
options. The reverse roundhouse is a good 
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lt’s imperative 
to keep your 
distance from 
the big thugs in 
Double Dragon, 
but don't under- 
estimate the lit- 
He guys, either. 





kick to use on an opponent who is coming up 
from behind but is a good inch away. Use 
this kick to let him know that surprise attacks 
are unwise. The jumping kick proves useful 
since it will always knock an opponent down 
with a single connection. This is important, 
since most thugs do require at least three 
falls before they are eliminated. The trick 
here is to use it on only one or two thugs at a 
time, since it will often launch the player right 
into the thugs as they fall. If there are more 
than two, this may place the player in the 
thick of things. After using this kick, always 
be prepared to back it up with a few punches 
should the thugs get up right in front of you. 

The last-kick is the hurricane kick that, 
although powerful, is difficult to use success- 
fully, and a failed attempt usually leads to 
disaster. Try to use this kick only when the 
thugs are closing in from both sides, and it 
looks like trouble. Start by positioning a 
brother about 1 inch lower than the oncom- 
ing thugs. Then, when the thugs are within 
an inch from the player, pull the stick down 
and press fire. The second 
the brother leaves the 
ground, jiggle the stick left 
| and right quickly to spin 
his leg and hopefully, take 
out all those who dare to 
challenge. 

The second key element 
to a successful game is 
the cunning use of 
weapons that are scattered 
throughout the game. Start 
by observing the oncom- 
ing enemy. Try to first 

n knock down any of them 
who possess weapons; they are the most 
dangerous. Once a weapon-wielding thug 
hits the floor, he/she drops the weapon that's 
being held. Go for the weapon only if the 
thugs are far enough away so that the 
brother can safely retrieve it and launch an 
attack. If players attempt to bend down to 
grab a weapon when the thugs are close by, 
they open themselves up for a substantial 
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by any of the manufacturers of the 


beating, and the weapon simply flies off 
somewhere. 

Once a weapon is obtained, try to use it to 
keep the thugs away from close combat. 
Keep swinging it, and it will do severe dam- 
age. The problem is that sometimes the 
thugs will be onto you and try to approach 
from above or below. Be aware of this and try 
to maneuver into a horizontal position at all 
times. Should a thug manage to knock the 
weapon loose, don't panic and try to pick it 
up. Instead, punch like mad until they back 
off, then pick up the weapon when the coast 
is clear. 

Always be on the lookout for a better 
weapon. As the game progresses players can 
advance from the ball and chain to an axe, a 
knife or even dynamite. All of these weapons 
have a greater range than the chain and 
should be grabbed whenever possible. 

The last concern in Double Dragon ll is the 
"big thugs" that are nastier than the little 
guys. It's extremely important to keep a dis- 
tance from these guys and try to use a 
weapon on them whenever possible; they all 
have special close-range moves that are 
extremely lethal. Should players be forced 
into close-range combat with these brutes, 
the most successful move is to punch as 
quickly as possible and attempt to knock 
them down. Once they fall, make a run for 
the closest weapon, and let him have it! 

—Frank Tetro, Jr. 


World Building With 
Populous 
ELECTRONIC ARTS 

Versions: Amiga, IBM PC 


This Electronic Arts' entry bestows divine 
power upon the player as he battles an 
evil deity for the right to rule the world. 
Gamers must fight to keep their population 
growing in numbers while using natural dis- 
asters to disrupt the enemy, who is attempt- 
ing to do the same. 

Although Populous may seem a bit com- 


plicated to the novice player, if one adheres 


to a few simple guidelines, it 
will soon be obvious that | 
being а god isn't so tough | 
after all. As the game begins, 
note that the populations are SS. 
usually set up so that the = 
enemy is on the other side of 
the globe. This gives players 
ample time to build up a 
respectable following before 
going into battle. 

Start by flattening out the 
land around the people using the raise- 
lower land option. There are two important 
things to keep in mind in the early stages of 
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pe sae ae the 


novice Populous 
player will find 
that being a god 
is complicated, 
after playing for 
a while it will 
become more 








Castles build 
up the popula- 
tion faster than 
any other struc- 
ture, and the 
walkers that 
originate from 
them will be 


stronger also. 














game play. One is to get people settled and 
growing as quickly as possible. The other is 
to level off the land by building upward to 
match the higher sections. This is especially 
important when using the flood option that 
will be discussed later on. It is also crucial 
to make sure the command icon is on “set- 
tle,” so the people will build as much as 
possible. 

Try to establish at least three or four cas- 
tles early on; they will prove important for a 
number of reasons. For instance, castles help 
build the population faster than any other 
structure. The walkers that emerge from 
these castles will also be stronger and, there- 
fore, make excellent knights. Lastly, castles 
build up manna quickly, which will come in 
handy as the game progresses. 

The one drawback to these structures is 
that castles take a while to fill to capacity; so 
there's a delay before these strong walkers 
emerge. This is not crucial early on, but later, 
players may need some strong walk- 
ers in a hurry. Try not to get carried 
away by building too many castles. 

When the first castle is up and 
|! functioning, head over to the evil 
side and zap him with an earthquake 
or two in the area where he seems to 
be growing quickest. Once he knows 
you mean business, head back to the 
friendly side and resume building. Continue 
in this fashion until the three or four castles 
are complete, and then get ready for battle. 

Now it's time to raise an army. The most 
important offense is the knight. Although nat- 
ural disasters are a whole lot of fun and do 
cause damage, the knight is by far the best 
weapon manna can buy! 

Now that the castles are producing strong 
followers, switch the icon to "go to papal 
magnet," and wait for a few walkers to col- 
lide and create a stronger leader. Once done, 
invoke the knight icon, and he'll be on his 
way. Continue to knight the leader until three 
or four knights are created. This army will 
head toward the enemy destroying any set- 
tlements it encounters. The trick is to follow 
behind the knights by placing the papal mag- 
net in the area they just rummaged through. 
When this is done, the people will head 
towards the magnet and thereby begin their 
world conquest. When they reach the mag- 
net, change the command to "settle," and 
they will then build a village in this new area. 


| If manna remains high, create a few more 


knights and take advantage of this new loca- 
tion to deploy them. 

As for natural disasters, use them spar- 
ingly to slow enemy progress at key loca- 
tions, but remember, it's almost always better 
to use manna, making another knight to 
storm the countryside than it is to shake up a 
single game grid. There is, however, one dis- 
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Breakthru M 262 Grand Prix 16 29 Paper Boy 18 34 Тееподе Mut. NT 20 
Bubble Bobble 18 34  OGuordion Legend 16 29 Pinball 12 24  Temis 10 
| Bugs Bunny 20 39 © Guerilla War 16 29 Platoon 10 19 Terminator 18 
Bump and Jump 13 24 «Gum Shoe 14 26 Popeye 6 29 Tetris (Tengen) 50 
Burger Time 10 19 Gunsmoke 8 19 Predator 20 39  Tetris(Nintendo) 10 
Calif. Games в 34 бут» 12 22 Pro-Am Racing 12 24  Thundercode 16 
Captain Commic 12 25 Нормы Alley 8 19 Pro Wrestling 13 26 Tiger Heli 8 
Casino Kid 20 39 Hollywood Sqs. 18 34 Punch Out 20 39  TopGun 10 
Costlequest 16 2 Hoops 16 29 Q-Bert 10 19  Town& Country В 
Castlevania 14 26 Не 16 29 Rocket Attack 12 24 . Track & Field 10 
Costlevonia ii o 19 lee Climber 16 29 Rod Racer M 26 Токё Неми 12 
Chubby Cherub 0. 55 MM 8 16 Raid Bungi. Bay 10 19 Trojon 10 | 
City Connection 14 26 Кей Worriors 10 19 Rambo 8 19 Twin Eagle 18 | 
Clash/Demonheod 18 34 !Когі Warriors Il 10 19 Rampage 1 29 Ultima 25 
Clu Clu Lond 20 39 Indiana Jones 14 26 RBI Baseball 12 24 Urban Champion 0 ». 55 
Cobre Command 10 22 ron word 20 39 Renegade 10 19 Volleyball 18 34 || 45 
Cobra Triangle № 29 ron Tank 10 19 Ring King là 29  Wheel/Fortune в 3 39 
| Commando p » e 10 19 Rood Runner 18 34 Wild Gunman 0 18 55 
Contro ю » je 8 16 RoboCop 20 39 Willow 20 39 45 
| Cybemoid № 29 Jeopardy 18 34 Robo Warriors 12 22 Winter Gomes 2 2 39 
Dr. Chaos 16 29 Jeopardy jr. 18 34 Roger Rabbit 20 39  Wizords/Worriors 10 19 48 
Dr. Jekyll/ Hyde 14 26 — JohnE. Qtrback 10 19 Rolling Thunder là 29 World Gomes M 2 39 
ер кн зе a 9 Jordan vs. Bird 16 29 Romonce/3 Kings 26 48 World Runner ю » 49 
Deadly Towers 10 19 Joust | 10 19 Rush 'N Attock 10 19 Wrecking Crew 18 34 29 | 
Defender || 10 19 — Korote Chomp 8 16 Rygor 10 19 Wrestlemania № 2 29 
Demon Sword 18 34 Karate Kid B 16 Section I B 19 Xenophobe 10 19 39 | 
Desert Commond № 2 Karnov 10 19 Setos 4 26  Xevious 0 № 39 | 
Defender! Croum 20 39  Kidlcorus 25 45 Sesame Str 123 2 24 Low 2 2 39 || 
Dig Dug II № 29 Kid Niki 18 M Sesame Str ABC u M Zelda M 26 49 || 
King Knight 16 Shodowgate Zelda Il a || 
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MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS 5 35 


FREE MEMBERSHIP—Just fill out coupon and mail in. You will | TO ORDER , 1 2 = 
receive “The Рип Club” catalog monthly. CALL 


i 
! TODAY [| 1I 

THE FUN CLUB ! OR WRITE TO: THE FUN ! COMPANY 

4948 Highway 169 North, New Hope, MN 55428 ı РОМСО, INC., 4948 Highway 169 North, New Hope, MN 55428 
i To Purchase: Send check or money order, or credit card number to FUNCO, INC., 

ee eee game. Add $1.00 per title if ordering by credit card. APO's, Canada, Alaska, Hawaii, 

please double shipping 
i 
[| 
1 
1 
1 
i 





Addre: charges. MN residents please add 6% sales tax. 
O. —_—__ To Sell Us Games: Call us first for current prices. Prices based on game, instruc- 
я tion manual and original box. Subtract $1.00 for missing manuals and $3.00 for miss- 
City ing boxes. Accepted games are paid within 48 hours of receipt of games. 
(Due to a 3 month leod time to place this od, our sell or buy prices may be different) 
State We Reserve The Right To Retuse Any Purchase Or Sale 
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aster that can play a key role in this fight for 
world conquest: the flood command. If a 
player is losing or wants to speed things up a 
bit, the flood command is the answer. 

The important thing to remember here is 
that a flood raises the sea level across the 
whole world. This is why it's important to 
build the friendly settlements on high land 
early on. The computer does not anticipate a 
flood at a later date so it's therefore possible 
to drown most of its people while keeping 
the friendly people quite safe. 

The only other significant disaster to use is 
the volcano. This option has an advantage 
over the others mainly because its effects are 
not as easily overcome. A volcano not only 
alters the terrain significantly, but it also 
spews rocks everywhere, making any attempt 
to rebuild quite a job. When using a volcano, 
its best to use it for all it's worth. Try to seek 
out a strong enemy castle or village, since 
they do require a decent amount of manna. 

Lastly, should a disaster like a volcano 
befall the player, remember that the raise- 
lower land option can be quite effective. 
` Rocks can be eliminated by lowering the land 
under them into the sea, then back up again. 
This is an important strategy for leveling 
land, since rocks and trees hinder crop devel- 
opment, and after all, keeping the people 
happy and well-fed is the responsibility of 
any respectable god. 

—F.T., Jr. 


Becoming a Top-Notch 
Space Harrier 
Versions: Amiga, Atari ST, 
Commodore 64, IBM PC 


In Mindscape's recent arcade-to-PC trans- 
lation, players are called upon to restore 
peace to the beautiful land of dragons. 
Gamers must fight their way through a horde 
of ghouls in an attempt to reach the ultimate 
ugly waiting for them at the end of each 
level. Only by wiping out this creature can 
players move to the next tier. 

The strategy behind Space Harrier is sim- 
ple, yet important. Start by practicing naviga- 
tion of the harrier. The controls are sensitive in 
the home version, which makes it easy to 
oversteer and inadvertently run into one 
obstacle while trying to avoid another. It's only 
with practice that players will mas- Б 
ter this delicate art. | 

Once flying seems easier, it's 
time to master a successful firing 
technique. This is simple as long В 
as the player keeps in mind one § 


rule: No matter where the harrier E xs cs" ж dM | 
is located, his shots all head RE SS sS 


toward the center of the screen. 


140 












Use this by positioning the harrier to the out- 
side of a creature when firing at it. In other 
words, always be sure the harrier is posi- 
tioned between the monster and the edge of 
i the screen, then let him have it. 
Keep your finger on the fire button 
at all times; it launches a constant 
stream of laser fire, knocking out 
most everything it hits. This is key 
since everything in Space Harrier is 
worth big points, even the trees 
г and bushes! 

Keep in mind that the enemy weaponry 

homes in on the harrier, therefore, it's impor- 
tant to remain on the move at all times. As 
long as the player keeps moving, all enemy 
shots miss their mark. The best way to do 
this is to try a sweeping motion from left to 
right or in a circle around the edge of the 
screen. Whichever way is preferred, just 
remember, this isn’t a good place to stop and 
smell the roses. 
к, At the end of each level, players 
confront a giant creature that 
| requires quite a few hits before he 
dies. To make matters worse, this 
creature shoots fireballs that travel 
| much faster than the oval shots the 
other guys use. The best strategy 
here is to start at the top middle of 
the screen and begin circling the 
perimeter while continuously firing. 
Since the enemy shots home in on 
where your harrier is, moving 
around the edge will cause all shots 
to fall behind the player. Meanwhile, 
harrier's shots all head toward the 
center and, therefore, will hit the 
| creature. Keep the harrier moving 
steadily around the edge of the screen, and 
that super creature will be reduced to ashes 
in no time. 

After Level 1, players begin to see obsta- 
cles that cannot be destroyed by laser fire. 
These include stone pillars, giant mushroom 
trees and so forth. Basically, if it looks quite 
solid, it probably is. It's at this juncture that 
players must use a steady hand to navigate 
around hindrances. Again, be careful not to 
oversteer. | 

Finally, after every fourth round, players 
are presented a bonus round where they ride 
the good dragon in an attempt to pick up 
some extra points. Once on the dragon, look 
just below her as she ascends and just above 
her as she descends to get a glimpse of 
what's in front. Try to steer her toward any 


| tall obstacles; points are awarded for any- 


thing she runs into. If there are no tall 
objects, go for the little things, but remem- 
ber: The dragon will only hit the little objects 


| if she is descending. Don't waste time with 


them if there are enough trees to smash. 
—F.T., Jr. 
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stake: We are 


i 


If you went to a toy store to buy video games, that was your 1st mistake! When they didn’t have the game you wanted 


that was your 2nd mistake! Before you make your 3rd, call The Ultimate Game Club and make No M 


your Ultimate Source for Video Games 


CALL 1-800-TOY-CLUB & Order NOW! 


Next Time CALL US FIRST & don’t make mistakes ever again. 
And since we ship overnight & match any price, why bother going anywhere else! 


THE ULTIMATE GAME CLUB 
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It's a brand new decade! Tengen's got 19 different ways 
you can start it off right. All of ‘em are the hottest 
arcade games and movie titles — now ready for play 
on your Nintendo. They've got everything you want in 
action games: stunning graphics, dynamite sound 
effects and sizzling game play. That's the kind of stuff 
vou need to really start off the '90s with a big bang! 
Look for Tengen games at your favorite store. 


To find the name of your nearest dealer or to order 
direct using VISA or MASTERCARD, call: 
1-800-2-TENGEN (1-800-283-6436). 


Pac-Man, 

RBI Baseball 
and Gauntlet 
are TENGEN 
CLASSICS — 
our greatest 
hits at the 
greatest 
prices! 


Super Sprint, Jew t: PAC -MAM 

























ARCADE HITS THAT HIT HOME 
1623 Buckeye Dr., Milpitas, CA 95035 408/473-9400 
| n BL HER, SHI (OB! ALIEN SYNDROME FANTASY ZONE 1999 Sega Ent Manut 

АЙ nights reserved. MS. PAC-MAN ТМ Namco. Li 
PALMA @ and TB). 1984 Narco. Lid 
м license AB! BASEBALL: Арг ба 
"iun DATES: сото to engen wat — ' 
mts reserved Used by Ata 
| - eA M Ata 


Tengen’s products 
are designed and 
manufactured in 
USA by Tengen. 
They are not 
designed, manufac- 
tured, sponsored 

or endorsed by 
Nintendo. 
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LICENSED EY NINTENDO 
РН PLAT ON THE 


ЕГИТЕ КЕТ ЕЗГЕ ГҮТ 
ЖЕГП 





It's the ultimate weapon. carefully hidden in a heavily quarded armory, What you have 
The one they call HEAVY to do is get in, find and assemble HEAVY BARREL, then 





BARREL. It's the only thing that can do what any red-blooded American would do when faced 
stop an ugly assortment of terrorists who are with the end of the world. But hurry. The clock is ticking. 
holding the world hostage with a cache of nuclear goodies The terrorists аге ticked off. And you've got a job to do. 
they fully intend to use. ... HEAVY BARREL. It blew you away in the arcades. 
The problem is that HEAVY BARREL is in six pieces And now Data East is bringing this arsenal of action home. 
м — MATA 
— 
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Data East USA Anc.. 1850 Little Orchard 3t.. — 408) 286-/0/4 
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